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Unity 3D 2.6 ^Lk^aLkil ciu^^jd liL^. 4JtJ 


cs-SJ' sJ aLaJI (Functions)J'j^'j (Classes)^-^^! t>» C&^a^ u-* Cidll 0 1 a 

^L-a^j^a]! (Jj 3 (j-a ddA^. (Jlj^j dlLui^S A >-a^)j A-lil^al ^-a C_iLlW 1 Aa-ajJ C~ ll ^.l ii^.1 c_ilc.l ^golj 

dLm^lSlI aAA r \ <~- V'- i'l ^jj dl~s v (oAa*-a]l j A .aS. >>>\l L—llaJ^I ^3 La£) 4 -vl na. I ^jL La jj 

dljjusjL2l CjLoi!^I odfc (J^ld jl dl^)ja>.'l.all ( ^l ^aj ^y> \ g 'll a j> ulj 

dl— mLl£ll odfc frlc-d Ui\ A-SJ^yla (jl_3 Calc. A Jjt l g La A_jjl)-ia\l j-aljVl .1 iS'nl l g ^.Lid ^^dil 

!c5 L La£ Jlj'allj 


1- Class.Function(); 


; JLla 

transform.Rotate(x ,y ,z); 
animation.PlayO; 


2- Class.variable; 


; Jlla 

transform.position; 


3- Class.variable.variable; 


; Jlla 

transform.position.x; 


(_]!_9-2l (jlj dl j ^Jc- 1 j AjlAill ^3 (.-llS.j La (_jSlxsJj 

J^a ^aAljLC. Laj idljLajLJI l ill JJ-aJ jl (j^O^ Ijj^J A3 lgjjl * j (jjjoijS |_5jdwJ 

I^Lil! £jjl dljuidaj (Jlji (j-« A jjlid La j A ->l'iall dLu2/l£]l s-Lajuil Ai^ja-alj 
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_L<aA ciLj ^ ^-n. 


Unity 3D 2.6 cid^)£juj liL^. 4JtJ ^\aM 


Runtime Classes <*&!' ji±\ £ 


« + + » in jiij^o file ://localhost/I:/Unit 


<4 


Runtime Classes 
Scripting > Runtime Classes 


Search Runtime Classes 


Menu 

Overview _ 

Runtime Classes 
Attributes 
Enumerations 
Editor Classes 
Enumerations 
History 
Index 


AnimationCurve 

AnimationEvent 

AnimationState 

Application 

Array 

Bitstream 

BoneWeight 

Bounds 

Collision 

Pnlnr 


il!Lo x diLaj!^£Jl ^13 ^Ja3 l_ a jjoj 


Renderer 

LineRenderer 
MeshRenderer 
ParticleRenderer 
SkinnedMeshRenderer 
TrailRenderer 
Rigidbody 
Textiles h 
Transform 

Flare 

Font 

GameObject 

Material 

Mesh 


_AiC- aAlj cd] jgJjj] Clllj jgiaj <—Sjjoi 
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. 0 ^ 3 j ^ jjp*. ■ a^qSl^. 


Unity 3D 2.6 ^^al-^Jl cid^)£juj liL^. 


(^.3 4_lc- 


Variables 


position 


The position of the transf 

localPosition 

Position of the transform 

eulerAngles 

The rotation as Euler anc 

localEulerAngles 

The rotation as Euler anc 

right 


The red axis of the transfi 

up 


The green axis of the trar 

forward 


The blue axis ofthetrans 

rotation 


The rotation of the transfc 

localRotation 

The rotation of the transfc 

localScale 

The scale of the transforr 

parent 


The parent of the transfer 

worldToLocalMatrix 

Matrix that transforms a p 

localToWorldMatrix 

Matrix that transforms a p 

root 


Returns the topmost tran 

childCount 

The number of children tt 

lossyScale 

The global scale of the ol 

Functions 


Translate 


Moves the transform in th 

Rotate 


Applies a rotation of eule 



eulerAngles.y degrees ar 

RotateAround 

Rotates the transform ab 

LookAt 


Rotates the transform so 

TransformDirection 

Transforms direction fror 

InverseTransformDirection 

Transforms a direction fn 

TransformPoint 

Transforms position frorr 

InverseTransformPoint 

Transforms position frorr 

DetachChildren 

Unparents all children. 

Find 


Finds a child by name an 

IsChildOf 


Is this transform a child c 


i. I -v 


J! AjJJ (_£ UI ^jojI 4_jIjS (jc. ClLi_lll a.lklmJ (ji Lkiaji liljfLaJj 

Enter j j 3-»» >> » \ 1 ^ umL j^UJI 

MM v • g 


Runtime Classes 


Scripting > Runtime Cias 


Search 


Menu 

Overview 
Runtime Classes 
Attributes 
Enumerations 
Editor Classes 
Enumerations 
History 
Index 


Run 


. r. 
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(J jjoij 


Unity 3D 2.6 ^Lk^aLkil cid^^joj liL^. 4JtJ 


• djI^lilLJI J)C. 

JjLa 4_xlc dll a» 1 ^-2 4_3j^)*^a]l dllj—JbJI £-1 ^jbl (j_C (j5LcV! dlJjSuoJI ^-2 j) 8-a.o 

l& jjc j 4_iiLiaxa]l djljjiballj 4 n<-Vi\lj JiS^jil djljjiballj l^cl__jjl-J ‘bp-bdl djljbb-all 

(j-a j_}»,.'i-a (j_c jJLcVI j)8.al 5l!La L-iUxl^l ~s -q j instill djl^liball (jc jJlcVI j)8.al LaS. 

cdliSj ^s-3 cs-j^j > * c$\ Laj <^4jj (GameObject) <4*^ Cy^ £>j 

Jill) 4_Jc <Ji^UI dj^bj^bill c-lj.?.] <jiaj (Transform) Jjj^bi ^^ u-« u p <j5lc)n 

i dll ,al-*y\l ^_-a (_JalxIih TCXtlirC ^ J-! (j--a J-iLa C_AJJJU (jiaj Lda-jij t (^aJ^dillj jJj3bllj 

i (t 9 -n.V djl m5lil j ..o j-a ^Jl ^ILoj) 4_C(j-xs J : }*.'-a (_aj^)*j (jiaJ (Jj 51S (_J ialc 4iU*aJj 

o3_& d\-j_oal J_J^)la (j_C djJjioJI Jil3 (j--a A ja»\\l djl .am •%a J-xjlajlS I g l.a (_j3aj_illj 

£-_j_daj-a (j-3 Ui. j. ml j lg-al3ii_ml 4_ijia ^ \c (_3j»Vi mj t 4 j» 111 djLajui_^-a (^jJI djlj-liball 

_4liLaSn 3UC djLaj^lil 


•djl^lijuall i_ Li^aj] ialaJI A it u^ull j 


var JJ*-La]l ^uil ! 4c. J-l J 


yjjr jjidalt ^jojI — A ] lx a iaj3 • 


iJ 1 


.As. 33d) i_3 jjm jjidall (jJI aAlmil ■‘LajJI jjli A nUI Ajjj^jUl ^Sj 

i ! 4 (cd, 4 $ i $) Jii-« 4 L ^<1 -X ll Jj-a^>]l b^.1 (_p : j_jl jl Id) (jl J-li-Lal! ^ajujlj 

(jl jl IdJ (jl Jj-^j3 ( ) ■‘JkjLoll IjlC-La (^tll >i# 


;djl^)lilLall i_ aJIa! 


var vl : int; 
var vl = 5 ; 


(_£ JjaiaJI J ■ ill JiV ^jJ».‘l<a i_(jjjSj^Ul ^^3 


var v2 : float; 
var v2 = 5.0 ; 


(_g^)2n>JI jjoiSlI Ji u '“j 33c- jiila i_^b (jjdlajI ^^3 


var v3 : double ; 


(_£j2a*JI juSl\ Ji Jj_jla ^j 33c jjida i_SJJjb ^b 
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j3Lx*al\ ^5 fix'll' ; A.X&-**. 


Unity 3D 2.6 s-ila-lVl ciu^^joj liL^. 4JtJ ^\aM 


var v4 : boolean ; 
var v4 = false ; 

false ‘ true u .:'i ^ j4 l JAi C 5 iki a jj*ia ^ ^ 


var v5 : GameObject; 


dLu^all j >^vv\l AilS Aj Ajutl ^jjlS j-)».'i-a i_ 


var v6 : Transform ; 

var v6 = Vector3( 5,0,6); 

var v6 = Vector3.zero; 

d5LjjVi\l <Laj5UI AilS tilfLaJ (j-a i_kjjjtli Aj^liill ^3 


dljjidall £-1 jji A_iL £-a I^SAj 


(Jfljoii j g 3 Vi A j» \\l ^2 dll IjlSSl jL 2 kl Ajtdajj djjSjoil Ja£Ls.j l^iijjtj Jjtj dljjia-all oiA j 
-is.Li <—sjjoj (jlSxll 11 a (j-a lg-aji jdei juc. j4 (jjlSlI I^J Inspector siaU ^ djjSuaJl 

djjS >a \ (JLlLa I.1A j t djjSjaJI (JdU j-Jdal! i_Lj^jaj ^2 o.ij_^._j-a]l A <aiq\l (_jX- Vd A-aJs]l oiA 

d-l^. LijSi 1—aS Inspector edili ^^.3 La jj^ia ^_djJ ojj_a^aj A_C-_j±La dljJxia t _ s Jc. 

:t jlSJI I La (j-a Ig .al 3 jjij (jS-aJ 


var vl : int; 

var v2 = 5.6 ; 

var v3 = true ; 

var v4 = false ; 

var v5 : GameObject; 

var v6 : Texture ; 

function Update () { 

} 
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/oJuli]' (Jjla oddL^II • 4 ^-n. 


Unity 3D 2.6 ujLxXVI c 1 ij^)£-uj liL^. 


li^jSj ClujSuaJ! IdA j __3 (jj^^UbdlS (. - \\ x IVI tdj%.aj 4_^«aUJ! Cll! jjiba]! (jl 3-VsV 

djUi5lS]l ^jjJajj) ^g2 -4_i!Lol £jJaj die- -alddd j> ul 4 13 jS ^J! Jjjialiijaij i 3 Ijjd die- jjJC- jli 

U jSd US 


var speed = 5; 


iUa Ac- JjULj aI^/U. (j-a aSaJil] jjiba LiSjC- _j] 4 Jo-sIU 


0.1 j'dUj jjibdl IdA odLlj (jj*-a j j ^^dc- f=Uba]! die- Lidjlj 


speed = speed + 0.1; 

^J~s >.o ddc- 4jl (^gic- jUUH IdS^jC- Liil i -lluul j ^jULa]! c-j^du (_^1 edljj 4JUJI odA ^^33 

1 liiS j AjjUaJI (_Jj4jV 


speed = speed + 0.7 ; 

(jjjJj - a dde. L_lj4l (j-lj C_LJjisj ^_A 4_jLaaJI (j! (_^U -d^Jj jldLaJ JJxb/dl odljj ^adj l_ S_jjoi3 

C_Lajj CdjjSjJI ^-3 4jt-a (_faUd]l die- ^utdall jj ^11 Adiii (jl lj\i Id^Jj t (_£jjoi*J1 jjoiS]! ^Ia3 

;c_uSj (jl 


var speed =5.0; 


* Jf -Ia^dall 4 (J^aC- idd-a 


if ( ) { 

IdA Aj_j!i£La]! j-aljVt diiid -LsjjdJl (j'qVi Id! 


4-aj3 j! t ^^dl... t <> i - t < i > ) jlixu3 jjjj LijlLa djLjLaC- (jc- ojhc- jjjSj Jajjuillj 

^ dkiuiiui j t False j' True o^j u+<-* j*' u- 3 ^ u-* WIc. Jj-^eJ! ,U Uikia 

.‘Udldl £-ibalj-d! AllLai ^^3 (jdiaj^Ld! 

(jS-a-d! jj-a3 d^.!j j-ai j& JF Alai, iajjui (jjUd die- odiijj dlj-dl j-a^l j)lS Idj ] 4 Id^UU 

. { } (jc. a-Liiloi^! 
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. Jjxuj (JjiilL Vi ^JC- (jjj tJjaV : 


Unity 3D 2.6 cid^)£juj liL^. AxJ 


tilaJl AJtL a! j£VI 4±S Cjlk^la 

Vaj Vcir Ln!i£ ^ 'ijm o jj^ll j ojja aJLsJ A_uLuia. Ailll eAA - ^ 

Update() (> Vaj update() ^ jl a!1a£j Ikk jgJk va r (> 

A-oIaAojujI Aic. Aij^.1 aJLs. J! AAiij ^jl l_ 12U jjxla t —iL jju Ak a!1a£j 

.Aj£1! 

<■_fl^uj Ajl <Lac. ^_ 5 -1 c. jjJjj V AjfUl £<■>>j (jfLa-j -V 

(joLul! L_iiSLj jktdl AjIaj ^ // (J£Xm ^XA^hc. Ajtik? AUij t IglAlkL 
t _ 5 _iJa!^)!ia'^M Alj^VI ^A'v~n>n clu^ i aI_j£ (_k Aqu>»j yC. eAg ^llLa 

i—iAAli (j! ^ i^kj A_ij^)*JI AjlIIIj AjllifUl AjA^jIj 

. File -> Encoding -> UCS-2 Big Endian 

Axj 2)LLa All'll T'i'nJ lilliAj • Ajajiidl a ^gTn (ji (._ vvj ^Ixuj (_J£ -V 

.Ajajlidl ejjlil! £jJajJ ^ls JIjAIIj A l<a^ 

jg ki \ gg^nSj iLS^a^all (jla AkjU! Ajj^LoI g.1 IvS' ^yx-j Aic. - £ 

^alijl y\ g k) (jfLaJj i HxiJl Aj 3 A^^j-all jJxuJl ^^1 yXuXj LkiJl 

L_iIaa 1L ^jkujVI 

View -> Line Numbers 

Jlj c# <J^ AliJjS-uj Q. &x . ) Uak (j\ tc.J la jl£ IaI laUJI Akjlu, _o 

Jk-jli ^giklju La (■"l~s>j,i<a jla ^^lijjdl ^ Q]<aAVh«<a\l BOO 

J IrS jg kjt>A 

Assets -> Create -> JavaScript I 2 U UiL ^ _l 
^jja <J£ ^ Aijj Igji A'n^> \ g‘n<a^>V LlUSj IgAaLial Update() ^J'aII jli 
aJIaII saa ^■jLi. c «i\ IgJla <JI jA AjL£1j Aa*lSI eiiLajja ya 

.Wk.'A 
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Jj_jI£Ia 3 UKli I ■ A 


Unity 3D 2.6 s-ilaiVl ciu^^joj liL^. 


;LgJ AjuUH (JIj^I)j diLuo^^il q^u 


1- Input: J^V' 


t—jl x W' CllLSj^-a j)J_J CllLii jjill j_j£Ij ^.a! (j_xs m j 4^alAVi j^ilj AJIiaHs^ (jj5L^3l IA frj IjIa_j 
^■Lij) Aaj Jl^A^I CjIa^j £-xa J^al*j]l A ijl^a] ^gJI j ilkj ^_j3l ALajVI (_£-j5lii3l ^Laj^aJl ^oalj-Jj 
___Iajj& j4 C-m\\l 1 ><->& « (jjjLa]l v ^jjlLdl <2k.jJ ; 5ll« JL^aVI CjIa ^jj Aj^aljj v ^Iia3l 


•4_iM 1 Jl ja] 1 Input u^4£3l (j/ai Xn j 


1-1 Input.GetKey 

Input.GetKey ("jj H"); 


if ^ l-a> -lajjoi (jai.Ai (j_j£j t j\l& jt ^jjUudl 4_a.^3 (jxa Jaja> >.a.a\l jj]l ^AaJimJj 

_y <4 Jaji» >J-i.a jj3l IJ 


K jj3l ls^" l 1 *>^41 Aic. Y j_9- a “® cs^ - 45 >»'>■» ^jjAj; JliLa 


function Update () { 

if (Input.GetKey ("k")) { 

ransform.Rotate(0,45,0); 

} 




tii 




ioi^JI jJjAj yn> m (jJUSljj JajjoJI JjkaCi ^jj i_S_jjai3 K j3l (jJc. I i3i« jlfi 

(jAjj JajjoJI (jl (_^l (jljjA]lj j.aijoiAui ^jaia-a]l (jli jjll (^gic- 3-i»tJi\l _jlj-ajjail 
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.(Jj J ' 4 -N. 


Unity 3D 2.6 l-AjlIVi ^^al-^Jl cid^)£juj liL^. 4JtJ 


1-2 Input.GetKeyDown 

Input.GetKeyDown ("jJ^' ^'"); 


(j! (_^i t qq -s.~iJajjuJI LS^ - >^*4' _jlj-olbail Aic. tj^J IfrifljLm j 

jy]l JaajJall -lie. oAi.! j oja J^qVij 


; JUla 

function Update () { 

if (Input.GetKeyDown("k")) { 
ransform.Rotate(0,45,0); 

} 

} 


aJL^. ^ 3 ^ a .all a 11 1 ■' ^JLilLl^ 

.jjj y Ja IjoJI 


•,! ,c\ 


(jjaLi i Sjjoi3 ls - ^" ^ jls 

nt-.t..i .^....Na .-.II U Li --tl .1 I 


1-3 Input.GetKeyUp 


Input.GetKeyUp (" H"); 


£3j il*J JajjaJ! ^aJJj 4 ^jjlLdl (JA ia*_La]l 4j& £3 j jJ>ll 4-9 J >*-'d ^^Vhh'ij 

(_jc- iai_La]l 


1-4 Input.GetButton , Input.GetButtonDown , Input.GetButtonUp 

(jl duawt I eLajoil _jA 4 qj\ mil <!L)Liil (Jlj-ill (Jac- (Jaaj Jlj.}]! oLa 

oiA La L ^^3 i'ic.yi jljjVl pLajuiS ^a-iLlLmj JjjLjJI 

(_jj jLall jl i_Uthl 1 ,^)C. jl ^cjjlLall (_ja 4'n»< j'jj' jaLu] 4 U^ljjal f.Lajaj! 

jljjl (_ja IgiiLLLaj *Uu,y! o3A AjLaj 
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^4lll (JA-alc. j ^slxJ (j-o • 4 


Unity 3D 2.6 s-ila-lVl *Ugal-^Jl cid^)£juj liL^. 4JtJ ^\aM 



JLk^Vlj ■‘U^aliJI 5_illii]l <-ajll]| ( Inspector) S-^-i j^iaj *—sjj^ 





O Inspector 

▼ xSi Input Manager (Input ManagerjQ 


u Axes 


Size 17 

► Horizontal 

► Vertical 

► Firel 

► Fire2 

► Fire3 

► Jump 

► Mouse X 

► Mouse Y 

► Mouse ScrollWheel 

► Window Shake X 

► Window Shake Y 

► Horizontal 

► Vertical 

► Firel 

► Fire2 

► Fire3 

► Jump 


<h 


. ^ 
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Unity 3D 2.6 ^Lk^aLkil cid^)£juj liL^. 4JtJ 


4_a.^] ji (j>j j j JjliLil ^joiVI (_>asj ^llVnuV L-liuJIj ojjSmO »LluiI i^LIA (_ji Ja's^llLai 

^jjliudl j] A Jajail^j 4jai]lj ->^Vill A nl^-al ^ i» aj _Cll3 _j]I (jjii ^ L-m \\1 1 k-»c. j ^jjliudl 

.daj]l (J^iii t—mill L-saC-j 


( Firel ) J^-^M JHa iiiil 



JjoliVI jJ)]l" (Jj.lJ! " _jhuU J j J* O-i^J (JjIaaII u' 

"^jUl 

(Jaj c_j^jC. (jjjla (jc- J Aj&^)] l C- UiA jlI ^jjji'i (j^a ; 4 ja^/La 

_o^lc-i 4 _jjjfL<d! 4 _jj-ialjlsVl _jljljVI (j-« 

( Input J' J'j-^ £ C5^ jljjVI *IauAj <Ajla ^daLoi) 


(j-o jq *s\ -4-^j ciu-a. L_ mill 1 *.o 3 t j 4 ~s Ia.w'um a Til'ill Firel <_5-ll Jiui^U <Jjjl 

1 t/iC. du j-tt] ^La. ^3 jSil ^ i (JxaIIj (_JjUjj liLa jk*s-i j^ll ij ‘ ,I ' ,V ^) C-Utlll 1 >.oC- j'jj' 

(...U^O LSjtjVI-J (j-alidl Waai t_jj.ul]lJ (j^aldll L-mill 


. n - 
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Unity 3D 2.6 sdjtXyi ciu^^joj liL^. 4Jd 



alAaJiml (_jSaa!I (j a (j_jSjjui3 illLa (jj*-a j-al .\ 1 S 1 M ClujSxdl ^2 Fil'd (Jl 1 LaA^Jiml ^AlLaS 

JajjaJI (jiaj 1 g Kj o^lc-i ojjSjLa]! JjJ ^ 

)^al.l^JLu]V 1 AAJjlaj 

function Update () { 

if (Input.GetKeyButton("Firel")) { 

//e,\iq'n j-aSfl 

} 

} 


allied Jlldl ^ikiLuij fl s^jli liSliA <jV Horizontal 



▼ iSii Input Manager (Input Manager) 

Q O, 

Axes 

Size 

17 


Horizontal 

Name 

Horizontal 


Descriptive Name 
Descriptive Negative Name 



Negative Button 

left 


Positive Button 

right 


Alt Negative Button 

a 


Alt Positive Button 

d 


Gravity 

3 


Dead 

0001 


Sensitivity 

3 


Snap 

0 


Invert 

□ 


Type 

Key or Mouse Button 

J 

Axis 

X axis 

? 

Joy Num 

Get Motion from all Joysticks , 

► Vertical 

Fir a 1 


- 1 Y . 
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Unity 3D 2.6 s-ila-lVl ciu^^joj liL^. 4JtJ ^\aM 


(j-a La jjC- jl ^jjl_La]l A_2 *.j] ^3 j'jj' ^gJI ^iLu] ^uAl oAA ^l.’i-Vu J SAjlill liajc. as 

J 3- (jij^ ag LIAj j oLaANl jj j jjaLlSO oLaj^l jj jLaii A3 LiAj (Jl^A^l ClllA^j 

AJLoJI A_Ajkil ~s<a ttl j j j_£ J_J 1_a£ 4_jl 4_ljLi]l oA_jli]lj4 ^IjAllI ^ \c- (J 

A-i^.j^i\ uIa (Positive) a-a^]\ -s * °G?jVI jjj (Negative) 

Axis ^ ) >«-»! L (j-a c_ljc. j>dl jj^all AA^j Z j' Y j' X Aj2AjJ\ j jl •vail AaN A U]Latilj 

j-ls V A ajall iLLL A 1ml m •-. I ^ijjl (_jAaJ La£t X 4 ^la-sa t ill lg_il Lilia. Ji^oNI 

I A] j X J 3 - 0 ( _ 5 -Sc' A_iaja A-aj3 ^^ic- (jj ) A hlqiLa jl) (j-ajLM oLalNI cs-^" 

.X cs-^ - t^taa A-aiS (_ 5 -ic- jJn-»~-v'm3 (d ;<ljlsjLa jl^jjailLO oLalNI jJ) i^£- 1 llajt >>i 


GetXey UIaII ^Aalui j (jl j)-a VAj3 X ls-^ - f >> » 1 >a LLljali LAjI j] -.1 , w"'.„VI AAjjiaj 

L«» . >i \\ (_£j_aYI j /j; ajj] LljjaAlllj jj-aj'j/l oLalAI II oAialj if (Jill'S < __ s —9 jyjj-a 

;JLill£ jLaji] j^Vl AaA/l Jc. 


function Update () { 

if(Input.GetKey("right")) { 

transform.Translate( 1,0,0); 

} 

if(Input.GetKey("left")) { 

transform. Translate( -1,0,0); 

} 

} 


: JLiK cAjj^I >aiLj ^ Horizontal Jl^-Ad ^ Cf- ^ AkluL 


function Update () { 

transform.Translate(Input.GetAxis("Horizontal") ,0,0); 

} 


.0^/lc.l J_jSLa La£ l—lLLNI L-saC-j aJuAjII aAalimJ CllJjSjaJI lAA j)la LUa ^^ic. 0jLlc. 
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1_Lq j\^ LuioC- • 4 ^-n. 


Unity 3D 2.6 L-Aa-lVl Aj^I^JI cid^)£juj liL^. AxJ ^\aM 


U Lite, j Y j^=~> f&lj Vertical J^- ti^y Horizontal <jp Uj 

ajujVI ciil&LaJjV' ( _ s lc. liLj^Jill eiijj£jui <jIj£ U^jI jJ Z (_g-ic. dLj^iill 

; .}jS]l jjjSj (<—alS. 4 ^»Lai ; jLolk 


function Update () { 

transform.Translate(Input.GetAxis("Horizontal") ,0,0); 
transform.Translate(0 ,0, Input.GetAxis("Vertical")); 

} 

4 i >.oi ~s (jc. (_JJ4A 4-aj3 4 luA UjliiJ Lai iLhij 4£-jjoill (JJisj 4 nlS<at £-a 

.cijll Ual*^ ^ j*^JI Jjjjia (jc- jl 4 oLlti a jj^l ^ (sensitivity) 


transform.Translate(Input.GetAxis("Horizontal") * Time.deltaTime, 0,0); 


IiS a ^ la.J 4 4j*UI dlLajjS jjx (JS1 (jjJj AjLLj (JS1 iLL^pJili 4-aj2 4_)Laia. (illi 


J 

J 


1-5 Input.GetMouseButton 

Input. GetMouseButton jj f^j"); 


(jl£ li) ^ajJ if 4jLaiw Jajjoi jpu^a jjjSj tlllfr j4(_jj jLah Jaj)» >^-).all ^Vn,nj 

^ al ^ A jjM 


; (jaijLdl jijji 


4 0 — (_jJjLall jjaLlVi 
4 1 = (jJjLall (j-aJ^i jjli 
2 = (_JJjLall Jajuij jll 
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Unity 3D 2.6 ^-ila-lVl cid^)£juj liL^. Ajtl 


(^yic- -laa-Call Jlic-j ^La^/U ~. jv (jjjLall Jjolj'^I LS^" ^'** >^*dt JUC- 

;i_'d~s\\ (_jjjLal] (jpaJ^I 


function Update () { 

if (Input.GetMouseButton(O)){ 
transform.Translate(0 ,0,0.1); 

} 

if (Input.GetMouseButton(l)){ 
transform.Translate(0, 0 , -0.1); 

} 


jxjjaiJ (jJliiilj jaLol) (jjjLdl j'jj' (jic JaJtjJall j! j-<Ujai! .lie. 


1-6 Input.GetMouseButtonDown 

Input.GetMouseButtonDown ("o-j'-^' jj <4 j"); 

j j ^^ic- l -1 * >J*dt _jl j-ajjai! JUC- (jjijLaU Jajat j aAaJimj t jJa ll 

(JULail ^ 1 g ■a.'lV'n J i j^]| l 1 * Aic- oJl^.1 j a^ya Jajjall ^jl (_£K Jajjoll Jgj'qVi ^yaliMj')! 


1-7 Input.GetMouseButtonUp 

Input.GetMouseButtonUp Co *jj ^ j"); 


)-»» .1»-J Jajjoiil (jjj~v'i v (_jj jLdl (j - ® 1~»» 4jfr 

.l^JfljLol (jJJj 1 g liJ ^ ful'll (JjjLaJI (JliLdl l ^ s 2 1 g <aA^JLolJ (jl [jf\AA i U & 
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A. ng \\ o J& ; 


Unity 3D 2.6 L-Aa-lVl cid^)£juj liL^. AitJ 


-]^alj^)jl] o^C-Luba]' a <a\^o j-a La£ jj>aj ol& j 


Normal keys: "a", "b", "c"... .*4^^ Sr-^ 444^' j'jjVl 


Number keys: "1", "2", 


"3", ... 


kpiii^i ^iSjVi jijji 


Arrow keys: "up", "down", "left", "right 


M 


^jSn ouujVi jijji 


(Num Lock) ^ J jjVI 

Keypad keys: "[1]", "[2]", "[3]", "[+]", "[equals]" 


^yijjjSLa (Jjjcuull ^Uaj ^jjlLa S. ^3 (jjjjl ^)id I^C- La ^jLajail (j - ® ^jj'N ,.ol j 

Modifier keys: "right shift", "left shift", "right Ctrl", "left Ctrl", "right alt", 
"left alt", "right cmd", "left cmd" 


Mouse Buttons: "mouse 0", "mouse 1", "mouse 2", 


(_jjijLaj! jljj 


v_laAll 1 ..oC. j'jj' 

Joystick Buttons (from any joystick): "joystick button 0", "joystick button 
1 ", "joystick button 2", ... 

Joystick Buttons (from a specific joystick): "joystick 0 button 0", 

"joystick 0 button 1", "joystick 1 button 0", ... 


4-iLajuii (j-a 4 >>)l j j 4 ,.-)l -^11 

Special keys: "backspace", "tab", 
"enter", "insert", "home", "end", " 


"return", "escape", "space 
page up", "page down" 


it 


"delete", 


t_juLla j\\ j'j J 

Function keys: 


"fl", "f2", "f3", ... 
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jdc. (J&lskJt ; 


Unity 3D 2.6 s-Aa-lVl ^^al-^Jl ciu^^joj liL^. 4JtJ ^\aM 


2- Transform: 


( dltUjadlli Ax^aLj dllAjoi^a]! LS lc. dl5lljid]i 11 a aAllmJj 

. (Scale) ‘ (Rotate)jJj^'j ‘ (Translate) Jti}' 

2-1 Rotate : j^j^' 


transform.Rotate ( x , y , z ); 


£dai (JJJt-a jj\<i ^^ic- juoia^all jljAl LiAji ^lat l!i5lli]l (JjLa-all ^glc. ~<dl ^JjAiil Aij 

jm'l ■‘Uuall oAA j i lSJ^\ jjl 'N-all (jl£-o ^dajj (jlS^a cs^ UjU-i-ali 4 .aiall 

jd--'ll (JjjVill 4 U *sV ^gjju 4 11iij .m (jjj]j U^jIa 4_ijlj Ls^J ) (jUjlll 4 jjI j 

,(l5 

R jj ^gic. JaiLdall AlC. Y J (J_jaw 4 ^jA 50 Jjl-J p* 11 ? - ! (Jlla 


function Update () { 
if (Input.GetKeyDown("r")) { 
transform.Rotate(0,50,0); 


} 

} 

Y ) J)(^glc- JJjAj <U>.jA 50 ^li i a jjoi R _j^3l LS^" Aix3 

4^a.jA O • 4iLdal all <—ajjui oj>s R jjlaL^ la i» j V till ■ u ojJjAii ^aj Ja ^)laill 

Jllii 4jl dlli ^gla-aj t ^Hjjlli IaIa j 4_^.jA 180 Y ^glc- JJjAj 

.absolute J' If l>^j lS^ lS offset J' If 

;t_JLuJLi 4jjlJ)]l 4-<u3 (J» •%i (jj^ulti jjjlill LiAjl _j]j 

transform.Rotate(0 , -50,0); 

c$' jij-all (ja 4^a.jA 50 tiAjl j5 ^gia-al absolute ti '^ 1 '® " ft tSu nV J 

; JjjLuJI (Jllall (_t^f 4 illlll 4» n^ill aAllmi AlAaJl jJjAlll JjjLoJI jJjAlll f.l*Jj 


function Update () { 
if (Input.GetKeyDown("r")) { 
transform.eulerAngles.y = 50 ; 
} 

} 
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(_jj.ll! j\\ (j-o all! ^jJa^j ■ A s.'s 


Unity 3D 2.6 s-ila-lVl *Uaab^Jl c 1 d^)£juj liL^. AxJ 


LjAj ^ , . ^ , J I jjjiL pH eulerAngles J' j Rotate J' cA sjj^I ^jaii ^j 

[JjLuJI (JliLall ( _ S J jjc-j X J J)^> -a ~J * ‘ '***']' ojsli (j>s 

transform.Rotate(0,0,0); 

(Jjjlll JJjJj]! LS"^" C5^!j j V 1 _ Sjjoi R jJ cs^" >>»l J 4-l».]]l (_J*jui 

i JjjLal]! 

^ J! j-Vi 

transform.eulerAngles.x = 0 ; 

X j j*'- 8 cs^" (JjA^ (Uat^all JJjJj f.L*JI fju l _ Sjjui R jJ LS^" ^~ > * >>»'J 4.m.]]l (J*JJ 

Wn« i jjA.a\l ^j.a-^ ^gJc. ' ‘ [|, > ^ jJjJj s-l*J) IjJjl 

transform.eulerAngles =Vector3(0 ,0,0); 

: j! 

transform.eulerAngles =Vector3.zero ; 

;J!La ^glc- jJjJiill Aij^)la]l oj& (J.lVhd Aic. ;4 


transform.eulerAngles =Vector 3 (0,45 ,0); 

(JSl-uba i_)A>x j Li] L^-alAiiLui! J)S]j _J_jIa-o]I ^^Ic. ^JLLuill Clll^yjJj]! s-li]! ab,« Ail! 

.Rotate UjLuc.VI 4ijjia]l ^ CiL^aa. Ij| jjjjill 


; f juia^l] jjjJi]' <jj' j 'Uua eulerAngles J' 4JL>^» c> j 

ab 90 Cy* (jljjjll eiiLk^aj Ijjj Z j ji*'- a ^^ic. jj- 4 (J»a .j as ;<JliL« 

_ (j^ai ^glc- <• W\W 50 JJjJj]' 


function Update () { 
transform.Rotate(0,0,1); 
if (transform.eulerAngles.z > 90 ) { 
transform.Rotate(0,0 , -50); 

} 

} 




■‘Uatlll (J*jj 
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(J jllo ■ 4 


Unity 3D 2.6 Aj^I^JI c 1 d^)£juj liL^. AxJ ^\aM 


uW ellij <^4 Aijjial! Rotate J' lU*j eulerAngles J' J* 4 »' u^' J'j^'j 

AjJlsJI ^jAII jjj-iill 4-<u3 <- <j>>»‘i 

transform.eulerAngles.z = transform.eulerAngles.z + 30; 


IjL^alklj 


transform.eulerAngles.z += 30; 


( Uati.^j^JaJjajS += (jjj 4iLuixs 4_iijl ) 


transform.Rotate(0,0,30); 


transform.eulerAngles.z -= 30; 


yH\ ^ilSj 13A j 


• i._uS.i .\\y L JJj-llil (jtS 


yti\ ^il£j 'ilAj 


transform.Rotate(0,0 , -30); 


; Jlidl J\ jkjl jVlj 

function Update () { 

transform.Rotate(0,0,5); 

} 

V ^ajjoixs (J5, m ) ^J^)3 c)S Z j j*'- 8 elll ^ J '■ 5 ~ ‘ 11 JJjli aJJ > >i Cluj8>dl Juijj .IjC- 

LaS Cll3_j]l (JA*-a ^^3 CJjjJaj ^J^)3 (_5^ 4 jjIj ^^3 Clll^.j3 5 JJjJjII ^-U (_jl I_j3jl 

function Update () { 

transform.Rotate(0,0,5* Time.deltaTime); 


fd u'sjiS JSlAa ^3 Ukiij (jSl transform.rotation jjjelU 


. 43 -lj a-lalimj 
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(J jjoi j J^AjV ; 4 ^-n. 


Unity 3D 2.6 l-AjlIVi cid^)£juj liL^. 4JtJ ^\aM i-*\\v , La 


2-2 Translate : (4 lp^') d&t 


transform.Translate( x , y , z ); 

^jJaj jjL^-a]l A^l ^jic- ^joi^<a]l iLll^^j tj-ijl jlst 4jtiLi]l jjLa~a]l cs-^" ^Vinnj 

-v.a\l (jlfLa ^)iasi ^jJajj ^)j~v.a\' (jl£La ^^3 UjU-».a\l 4 <aiq\' 


absolute J' CF o^j cP l£ j^W offset J' if- ^ 4 lp^ < 2 ?^ j 

IjlSiA j ^joi^adl £3jod 4 ^ vlatl 4 -a ;q\l ^gjl oUa*-a]l 4 .ai^H 4iLoial ^jxJi 


oL^jVI _)J u Jc- ia*_aid! Aic. 2 (^g-aLa^l olaj'^l cd^j^il ^m-sdl (J*^l ;(JULa 

v 3 _J_j jl (Js-uiVI ol_ij'^l _jj 1C- 3-»» >>i \l A 1C. 2 JJ *vd ^ dUI ^j-lc-j W _jj ji 

2 _j-s^ _jl >>i ill J) j j ji (j-aj'^M _j j cs-^" >^dl Aic. Y J (J_yak (j)-Q)" 

Y _j j ji oL^jVl jj 3-»»,>dl juc. Y jji^> 


function Update () { 

if(Input.GetKey("up") II Input.GetKey("w")) { 
transform.Translate(0, 0,0.1 ); 

1 

if (Input.GetKey("down") II Input. GetKeyC's")) { 
transform.Translate( 0,0 , -0.1 ); 

} 

if(Input.GetKey("right") II Input.GetKey("d")) { 
transform.Rotate(0, 1,0); 

} 

if(Input.GetKey("left") II Input.GetKeyC'a")) { 
transform.Rotate( 0,-1,0 ); 

1 

1 

<1 jias jSjijS , Lj£i iU. 4jS]j 4 -s ,^i J- 4 *-) ciujSdl li& 

til La) 
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(JylAll 


Unity 3D 2.6 A-ila-lVl ^^al-^Jl cida^-^ liL^. AxJ ^\aM 


function Update () { 

transform.Translate( 0,0, Input.GetAxis("Vertical")); 
transform.Rotate( 0 , Input.GetAxis("Horizontal"), 0); 

} 

( ScSc _J ) -lauAI Sl.il ^ ( || A ) l^A^ Sl.il j^Jj^)lajl (J^VI ( A 3 - 3 i- 3 -^ *■_ 

Juijj Jp 41-a^ Jajjoi LaA^lS ji (jjiajjaJI .i^.1 lij I ( || A ) -L^A^ 

^jjiajjoJI (jjfL La-lic- Jp 4 \-a-y A) (J_A^ A^ <A^ A^ Ls ' 1a> 18 • 4 W A A 

■ U A^" 1 * 9 jjc- 

_"ll A" .iaai siji A^ - jjjLaJi judi <jjA 


ia> .ajt JP 4 \<j-s A) (J_A-^ A^ jl LyAA 4 ^ w ' jiA A lij ; ( && J ) -AA^ 

.(j jfA" 1 - 0 lA 3 .J j ‘-^ _A (A cs^ 1 IF 4 \<a-^ j^.1 

X _j j**>-a (A^ ~ * [i, > ^yj-^ A ^ Jt-a X j dy^y LSjj (A^ *—l*-*-* 3 ^ -ijc- ;<JLLa 
function Update () { 

if(Input.GetKey("right Ctrl") && Input.GetKey("x")) { 
transform.Rotate(l, 0,0); 

} 

} 

A^ >ji\i a A vl JajjoJi (jjj*v'i a±iV Jais (A^ j ***a A 

|j] Lai , A X _J_j A^ i~»» >^*il Ll^pa-all JU-i (j-a 4.j».UI c" d» Cj I jj ; 4 J-»*s5La 

. 1-iii jj (_5L (JjjA (_gAialul i—aLaJI (j-a 1 A* Li 

Lj^jl A ^LLa 4^j^aj (jAj Lh*-^ AJ^ 9 A' * ‘ cjij ,_glat j ^lA^JLail Lj^jl Aj 

:A^ j ^ .W'La’l (5,3,1) 'Oaiill A) (^' <-A 

transform.position=Vector3( 5,3,1); 
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^ VI aJI V 


Unity 3D 2.6 cid^^joj liL^. 4JtJ ^\aM c^W^k,^ 


; t.-ii£.j X JJ)*^-o itlLa (jJ*-« j_^a-a ^ic- Jaill U.}jl 

transform.position.x = 5 ; 

; L_±j£j Vj 

transform.position=Vector3( 5,0,0); 

.^^jLa lils td]jl liac._j 4jla. ) jq .^1 1 ,ag jK Z J Y (J*>j *—St^Sli (jV 

Jai^j t Translate lU*j position J' 4jL>^ ^juI! J'>J! j 

•4 „vVa'l 4 <a;q\l £>a oAjAaJI ■‘Uuall ^.a-s j (jlj cdljj 

transform.position.z = transform.position.x + 0.1; 

Tjl x^alklj 

transform.position.z +=0.1 ; 

j-aVI li&j 

transform.Translate( 0,0,0.1); 

|(■ -ii£.j ^)j->,a\l jjjSaj (jlS jlj 

transform.position.z -= 0.1 ; 

yx^\ I^A j 

transform.Translate( 0,0, -0.1); 

t*-a ciljaKjllj jJjJull liaAaJLoil lij L^aju-rS j JSLauj lil Jaj <ajjla]l o^A (jLia.VI ^^3 

/ojLluJI elj^La£- ^^2 La£ (_>aij ^gJc- 

duaj LjAj 4 j<1 ya j4c.j Luo4v> ‘ position J'j Translate J' u+ ejj^' j 

iUi+ a '^ -ISJj Ajaaj) jq ,^i ^S^all ^3 

transform.Translate( 0,0,0); 

(j-aj ^jota^all £3 _jx ^>j 3 <^1 4 ,aiq\l i_LJa! +1 Ills lij^ ^»jaia-a]l £3 ya jjjij 1 _S 

_^aaJI jl ^iLk^aVI 4_ilaC- ^gJc- jJjjV j°- y\ i_5ljjj«-a]l 

transform.position=Vector3( 0,0,0); 

J 

transform.position=Vector3.zero ; 
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\ '^\ ; 4 


Unity 3D 2.6 ^^al-^Jl ciij^)£-uj liL^. 4JtJ ^\aM 


. jL-all lU.V! iLLaj J) Jij! <] Ula l_uV ^jai2k-a]l £3j-a 'Jjjxj Jan.^lj i_Sjjoi 

: £*j* ^ cs^ position J' AAj^jla (j^a (jS^a-aj 


^»JJ jj%.a\l (jjiij ^gic- 15 4 )-»Vi\l jjl^j lilj X ( _sl c - tiljijj Ajoi^-a liliJl] (jl£ _j] ;Jlla 

; jj~v.a'l (Joiflj <iailU 4£-La,jl 


function Update () { 
transform.Translate(0.5,0,0); 
if (transform.position.x > 15 ) { 
transform.position.x = 0 ; 

} 

} 


^ A ^.ja.UI X 








; Jllal! J) jkil * 


function Update () { 

if (Input.GetKey("up")) { 
transform.Translate(0,0,3); 
} 

} 


(j-a ^J^)3 (J£ 2 CjI^.j 3 'jUU.l ^au!i-a]l allm ClujSuoJ! .liSjj .lie. 

^gk ^>jj 3 (JS Ujlii (_]£ ^gk ciil^j V ^jj (jl U^jl j]j i ciiLajja 

; ^gh LaS Cll3_j]l (_fal*-a 

function Update () { 

if (Input.GetKey("up")) { 

transform.Translate(0,0,3* Time.deltaTime); 

} 
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.CJjuiill (jc. 6-i C’lna 1 Lol L_baLi£lj l" \'\x'L ^ja (j£> ; 4^-k 


Unity 3D 2.6 ciu^^joj liL^. Ajtl 


2-3 Scale : (j^-^'j j£^') p. 3 >vii s 

Aij^ia Ji^.jjjt (jjLLoJI LaS ii_)ALa. jjc- offset <JS ^Jjj^jla 11 a ^gi 

Jala t )S^v.a (jj^Jjoi ^i-^ViSlj i absolute A °SS-».dl <UL j >iall Jj^jlaju (jl .A*u (j£Jj 

.(j^j*^ ^ (Global) Ul& l>^j (Locale) 

transform.localScale=Vector3( x , y , z ); 

jjlu^-aSI Ai,l ^jic- ^-aa-all ^•N's ^jjju U^jl _jl3t 4 j!>Su 3! ^jjlaa-al! ^gic- ' ‘ 11 ^ ^ ~ ;•> aJil 

jjLi-aSI (jt^a A^.lj ^t>> ij jj^_aS! (jl^-a ^gS UjS)-».aSI 4_ajaSI ^jJaj 

i.s->\ 4_ii>.jja 4_aj3 £jJaj Ujjl Llj ^.1 jll (j-a ^)j£l Laj3 ^jJaj jjj£jSI U^jl lilfl 

(_^i ^JjitU ^J-jV Ailj 1 1» ./i j I j j j V (jus 

UjJjJI 4u.>.tuSl ^glc- -^"'»-j (juSLaSI (JiLa ^glll/SuSI ^Laj^ajll ^-d^J cs^ '_jA LaS ^»Ja-au]l3 

4_aj£! £jJaj j jjSjSI U^jl _jla %100 _?A (j-SfaJI j/ia> 1 ^gjsu i ^gJLaJI ^uoia-ail ^ S 4_u.tU.Slj 

^luV %100 S j* *.o j _j]jt %50 5llLa si 4_aj3 ^t-o'i ^jiaualiSI Lj-ijl lijji %150 ^-La ^)j£l 

•CS-^ (J 1 

1 AjjuiiSI £ua (JjsLauSI ^aUJ 100 4-ftuuSI ^a (JjalauSI (J.lj (j^J e-^gjaiil (juij SuA 

_ jjla>-aSI (J£ ^glc- 1 _jS^Laj ^-uii-ail jjjfsu ^aUJ S LS^" L» t^iSI .lie. ; (JULa 

function Update () { 

if (Input.GetKeyDown("s")) { 

transform.localScale =Vector3( 2,2,2); 

1 

(_Jj 3 4_a^ji. i. <l» .i-i 4 ■a-V's ^lauajjoi (_£ I i 4 ■a-y'v jJISj ^jaUu-aSI ^Jluu S J J) (_j-L- JaijJaSI Aix3 
4i^)iaSI o^A (_j! tils ^j~s j3t I JJJ*j ls^ - #J<a JaijJaSI Aic-j 

_4_uaSI jj jjujSj 4jalLua 

;c_Jj£j 4 a\\ t. <l.^i') ^gjj ^joii-aSI j;»j^a!i U^jl _jSj 

transform.localScale =Vector3( 0.5,0.5,0.5 ); 


; IujjS j] t'lhj liLa 


transform.localScale =Vector3( 1,1,1); 


'JJJXJ ^aUjV 4jl l_Sjjjtua 
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c-lw) 4 j $.1^11 Cjlij e-lx-oll ; 4^>£ l 2>. 


Unity 3D 2.6 s-ila-lVl cid^)£juj liL^. 4JtJ ^\aM c^W^k,^ 


;t_ii£j 4 ■aa.y i iu^aj jl-iLaJ t_J^UaA]l (jlS 


transform.localScale =Vector3( 1.5 , 1.5 , 1.5 ); 


transform.localScale =Vector3( 0, 0, 0); 


;l_m£ Cj.laj liU> (jVlj 


^jkua-a]l 5\ia Ujjl _jJ 4 1/nil i—LaJ 4 <j>~s 1 iLc y liiV ^aia-a]l ^Via.) i_i)jjaj 

• (.- nSj j_ji JaliJI (j-a3 Ja^S Y _J - 0 ls^" 0.2 ^ U«h 

transform.localScale =Vector3( 0,1.2,0 ); 


(j! c_lyil i jq.^i Z J X ls^" ^jota-all ^ilikim <ULaJI o^A ^^33 

* i 


transform.localScale =Vector3( 1 , 1.2 , 1 ); 


(j-ai AiL^jlaJ jl 


transform.localScale. y = 1.2; 

; i- nSj Y j j)a .a cs^" 0.2 ^ fuuj j Jt. Lj^ji _j]j 

transform.localScale. y = 0.2; 

4iV 4 _ia£Ijj]Ij IgJiiAjaji 4 ^jaVih offset (Jt J) U^'j 

^>iaaMI 4iLCalj 4ii^)la]lj (J^ ui J 4_ill oAjJlaJI ^jall 4iLCal aJJ <_Jj a■ aa .all JjjLoJI 

; p ja a ll l J\ AUaJI 


transform.localScale +=Vector3( 0.1,0.1 , 0.1 ); 

4jjuii]l o^A loikial LijV e^; nSi (_}j jJukaj (j^_5 -^1J O M J*- >«*•»' 4 a iqll LiA 4_iijl 

_ojjjSj aJJjaa ^gjliuUs ^LaJI 

; t- u5‘i 4aj^)Ja]l dJI^j ^^aJ! j i» ..o'i Lj^jl _j]j 

transform.localScale -= Vector3( 0.1,0.1 , 0.1 ); 

• 1 

transform.localScale +=Vector3( 0,0,0); 

.jj jjV 4iLjalj lixsS LijV jCijV 
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(Jjxuj A jV ^ A^^)j ^Luj! ^ua^. ^_ya • A 


Unity 3D 2.6 l.jLxXSH c 1 d^)£juj liL^. <xJ i-*\\v , La 


ji (j-a ^)j£l A-lmj (Jj^aj LI j Y (^j-L _j! J-alluoL Q, 1 A AjuiL ^ajaii-a]l ^)Jj^J aJJ j (JllLa 

-4 _ 5 la*aVt 4 ■a'N^ <C-L^.jj ^»JJ 5 (_5jLaj 

function Update () { 

transform.localScale += Vector3( 0,0.1,0 ); 

// transform.localScale.y +=0.1; // J 
if (transform.localScale.y > = 5) { 
transform.localScale = Vector3( 1,1,1); 

// transform.localScale.y = 1; // J 

} 

} 


2-4 localRotation , localPosition 


A-fljj—=>Al' cs-4 <JJ—^ u'^ C 5 —+j localScale J' La.j—A <jjL-— i' ^j_^^-L 
Cij jlaJA ^IjlclJ :l& tsjAj-4' (localRotation ‘ localPosition) 

.( eulerAngles ‘ position) Aj!Uj^I <»'.ikU Qp 


I^a (Local) 4jU.aHj (Global) LaL-H cALj^cill ^ ^>L]I La (J auu V ; ^L-sILa 

_^)Ll C. J . 


L-lU ..--» (jlS LI Lu3 oJ.laj CliJjSjai]! ^3 ^jjIkj^Jall al-laJiml Aic. (_£^)A_ja>J! (j^all 

,V j»l ^>Li ^joi^xu (^jjl) £jL CIuj^joJI 

Lai t Cll!/Lj Vi II (^.3 ^alALlml (jjj A^.jJ La ^)iJ ^m-N.a\ £jL jjC- ^joia-all (jl£ jla 

(J-a^aVl ULaij jn»1 >.i Local CLl^Llj. Vill ^LVi ml A jx3 ^ ■.. -v /'I £jl_J LI 

JlLc. Lai i (t_iV! ) j-ikSn p*U ~^k A ]l ,*-2j-a (JJLaj (_ 5 -j]l A )-»Vi\ l ^^-A (jj-LH) pm -N. -A \ \ I\l) 

_a. ( _ 5 jai]l o^A jliic-l LL Li Vplsdl CIjLjjV^I J.lkU 
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pW\l t_SLpJ ■ 4 


Unity 3D 2.6 ujLxXvi cid^^joj liL^. 4JtJ r <\aM 


jjc. j ’’parent” j <>. j* ’’free” j siaU ^ ^ ^jja ; Jllc 

‘ ( 5 ‘ 0 ‘ 3 ) c^dll Ji inspector odd ^d position V-aU. (> 
j' j-Ud ^j "child" JaUd Hierarchy odd ^ u^' ‘ "child" j 

ojjj^all ^ LaS <ilalj "parent" s-mddl jja < 12^1 )-»»>>»ll 


I ’:= Hierarchy 


child 


free J 

Main Camer^^- 


( parent [\^ 


% 



;SUS "parent" s-^ddl "child" y*Ull u^' 



; JU1I JjS11 cdSI jVl 


function Update () { 
if (Input.GetKeyDown("m")) { 
transform, position^ V ector3 .zero; 
} 

} 


J=Li.^lla) M jj ( _ 5 1& laijJalj Ualll (Jidt "child" J "free" (j : )j»-S.all cs ic- CujSjaJI £jkia 
^^Slj a*j (jj^S -idj L- uS-aS (jjAlJ (jSlj (Jj^aV^ 4jaij ^^Ij 1 .ag \q'i (jmSdl 

(j-a olsd jg Jaj] Scene odd C_ia1I < 1*111 (Jd-Ju jl^-alml £-a t dll (j-a din 

.f*jd>a (J JJ ^S1 (jil*dd! jlkl Inspector odd 
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£jj u-°j - 1 ?- l>* : 


Unity 3D 2.6 s-ila-lVl Aj^I^JI ciu^^joj liL^. AxJ ^\aM 


:J\^\ u'VI 

function Update () { 
if (Input.GetKeyDown("m")) { 

transform.localPosition=Vector3.zero; 

} 

} 

Lait 4 fig i "free" *•. 1»5<a\l Jflj i a_jjoi M jj <_ 5 -^ c ' f^Lualj A-ndll (Ji_au 

^1-iklu]! Ale. U1S LaS j <1 ajV "parent" jm ^1 4Jij ^cLa "child" nAxll 

_A^.j (jl t_A/l jajoii-a]! £ii_j-a ^»n><a\\ 4 J-i<li jm'i Local ^ ]l'v«all dl5LjjVi\l 

: ±JA\ jit. <jVl 

transform.localPosition.z = 1; 


4-ludIlj (^jib-sail) (Jj^aVI Ua&j j)-a 0.1^. j Jlaj AjtjJaj ^aJ "free" *•. I»5.a\l (jl L'sI^iLai 

"parent" c_AH t_utS-all qc. o^Ij o^.j ls 1c. ajuJsj "child" '»8.all Laijj t z jj^-4 


£j\j "child" 4 -Ut^dl (Ja-?j ji (Jj3 (j^lj i (JjjluJI (JliLall ^ 4j5l!i]l Cjli*£-a]l ; (JUla 

£ X ^ 45 "parent" u'j>> ^j' j cJ*^j ^ "parent" ^*^41 

; JLll dujSuaJI c_n5l "parent" <•. i»5«ah "child" <•.i»5<a\l 

function Update () { 
if (Input.GetKeyDown("m")) { 

transform, euler Angles =V ector3. zero; 


} 


} 


jjjxj M jj <^4=- L*-Jalj ajxIII JiJit "child" j "free" jy^-41 

1^4] ClujSuoJI JJC- (jVlj (jJJ*^al! ^ i_$\ 


function Update () { 
if (Input.GetKeyDown("m")) { 

transform.localEuler Angles =Vector3.zero; 


} 

} 

Lali 4 j 3 "free" ** 7 i»5<a\l (jl Ja^.5tj t_ S_jjoi ]\/[ jj]l Jaia^alj 4.m.l]l (Jiuoi 

( _ y lc. 45 (_^l "parent" *• j»5^\l <i4j 4ilj c_a jjla "child" *•. i»5<a\l 

. 41 jJj.ii]l 1 LaAklml liA X 
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j jUaJi (ji ■ 4 


Unity 3D 2.6 cid^)£juj liL^. aj tl 


2- 5 RotateAround : Jjjj^' 


jj*-« j j; .a ^Jc. j A n xa A )-»q j (Jji. f»m>.a\l jljj.d aAaJimJj 


transform.RotateAround( Position , Axis , Angle ) ; 

.WA- jj-^ cs^' cs' 4 u'jj^' Aj-® csA : Position 

jjjki jlaj aLj 

.(x , y , z) J' cA AAA' fA' A : Vector3( x ,y ,z ) 

. jj*-« ^ijjx _A u'jj^' A>° uA u' j A : translate.position 

jj.1i c_a jjoi (jill jj'n^II .li-laj i—Laj jljj^ll j£jxs A_ia&j JuAij Juu i jljj^ll jji-xs ; Axis 

. j£j-a]l A 3 »iq‘i (Jjia a. - ^ -dl A_ilc. 

AlA u 1 jA' Aj' j : Angle 

: Axis u' jj^' jj~s.a jjjjtj Ail jla * 


: X 

Vector3 .right J Vector3( 1,0,0): 

Vector3.1eft J Vector( -1,0,0): *4^4 

: Y jj^-T 

Vector3.up J Vector3(0,1,0): C 5 Jt A^' <>4^4 
Vector3( 0 , -1,0 ): *^VL 

: Z jj^®-r 

Vector3.forward j' Vector3(0,0,1): 

Vector3( 0,0 , -1 ): <^->£*11 

; jjli-a ole. - £ 


Vector3(l , 1,0 ): Y j X csjj~ c> 

Vector3(l , 5,0 ): X J jaLu» cjjSI Y J >=- lA j Y jXi^ ^ 

_(JjLo (JSjoU 


_Ajjt jxi]| jjLa^all jl£>a ^3 b_J^" J-*^ ^aliill £j-4jJ j 


- Y *\ - 
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_J^-J 4 (jjl (J^ ! 


Unity 3D 2.6 s-ila-lVl ^^al-^Jl cid^)£juj liL^. AitJ ^\aM 


(jic- A i il 'ill ^-3 A^j3 90 A_iJ^3^ ( j^ 1 ^') (_) J ^ a '^^ Uasi jj.li ^>>>i'N«a\l '. (3-t<a 

X 1 Di~a 


function Update () { 

transform.RotateAround(Vector3.zero,Vector3.right, 90 * Time.deltaTime); 

} 


.Z jj^~« C 5 ^- 5 ajj'Jh "center" aau 3 i Jjj.ii ; cJH-a 


; jj^\ Aaij^I 


function Update () { 

var pos = gameObject.Find("center").transform.position; 
transform.RotateAround( pos ,Vector3. forward , 5 ); 


} 


."center" <*■ uii-dl (Jj2k jj-liui A..»».hl Jiuaij ~. ii-v ^ic- UJjiJI £ J “‘ a 

jjAl ajoi^dl jl Vjj Z jj^-d Ayjuullj jyslA-a jy*-9j-a i __ s 3 jjxj. <31 (Ja-^J A )-»~s^La 

A m31 (J js. 


var pos : Transform; 
function Update () { 

transform.RotateAround(pos.position,Vector3. forward , 5 ); 

} 

pos jy»-La]l AaJlm dlJjSjuJJ L_l& jl ->>«■% ,a\l Inspector S3alj j-aj ^jic- CIijjSjuJI 

; ojjji^a]! LaS "center" Ayl] .Vud ciujSjuJI (Jiuil 
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Llluj Cy* 


Unity 3D 2.6 s-ila-lVl ^^al-^Jl cid^)£juj liL^. 4JtJ ^\aM c^W^k,^ 



Aa._jJ (jlS _j] i c_>l^aJI ; (J^ ■ d 4Aj^)ia]l (_£jl Lj ]i (j ; iiaj j )ia]l (_jjj Jj^jilLa ^AA^J LaJ^) 

eAj^jjV lIdjSjoJI Aidj LaJj <aj^)ia]| ^23 "cdltCr" A-oxal ^m'N.a ^ya ^)!ifii 

(jASLu C \\ Aikti^A lilLiA (jl£ _j] i-JjU-».a\l ^uata^a]! AiA^j ^iLajjoU 4..jiUiII AAj^>ial! ^^As t 
C—l^j.all o3lfri JJE- -}LLjo 3U Aijj^jla adLiA J 4 _/sjoiI 

;alj.M La£ ClL/ls'^Hj 
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(Jj«<aj jLu ^j-a (_)£ ; 4.^^. 


Unity 3D 2.6 s_A»-lSM cida^-^ liL^. AxJ ^\aM aUa.^u 


2-6 LookAt: ^Jaij sU^L j^j-^' 

ajoi^-aII 2 JJ^»d (_ 5 -aLa'^l ol^AI (J*^. ^Ik. au A m .a A )-»q \ A) A Vii ^jaia-aJ! (_J*A aA^JimJj 

4 u»qi\ i dh ^ai a -~v jj 

Transform.LookAt ( position); 

AroundRotate A position J' J-M ^A 3 A* cA position J-M ^A 3 j 

.o^lc-l ■<2kjjjoba]| 

: A^' CjjjUI sA^' AroundRotate A <jAAI JAA1 u^j cA^ : Ala 
var lookat: Transform; 
function Update () { 
transform.LookAt(lookat.position); 

} 

siali A < "Cube" "dj^ jjA cs^l A^ L yn \j "center" j***?AI A^ eajj<uA1 
^jiaj Ua1*j U£ cjjjAAI Jiail lookat c_j3tU! ihJ "center" A Inspector J' 
Aj a -\")j "center" A\ Z (^j-atAn <^A^ A Auaj t c.>dl 

<■_idLdl 

La (jjl m'N.a (AJ jlaL A^ 0 j-alS]l £-a LOOkAt A j 


3- Distance uA^ 3 

Vector 3 .Distance ( position 1 , position 2 ) 

d]Lai (A *Udlsua 4 _aj 3 A 5 -^-^! e-LCsdl ^jjlkaj (jjj dLaidl Ai^jad aAaJimJ 

. Aj^A (j-« JLa. A A 


3 jl Jal CllilS 1 jj ^juoi^-aj CllJjSudl L- id no ^uaiidl (jjj dLoidl t_jLu^ fin 

(j-a ddLd! da^jd! (JlAij o^lc-j CLiIa^j 

var other : Transform; 
function Update () { 

if (Vector 3 .Distance(transform.position , other.position ) <= 3 ) { 


} 


Application.LoadLevel(Application.loadedLevel); 
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JjlidL) (^jc. (JxijJ (JLuijV £^)-ail (jc. • 4 ^-v 


Unity 3D 2.6 cid^)£juj liL^. 4JtJ 


4 - Renderer 


^ i. n -N. -A \ 1 ^ C <^\\ (J^l lift 


4-1 renderer. enabled 


renderer.enabled = false; 

1^1.1^. ^uai^-a]! ojlA (jlS _jJ ^/llLaS t.ij^.j-a jm j (_Jj ojSlill (j-a 43 4a. ^^jju Vj ^joi^all ftaV 

AjSLlj aJ ^.jLk-aalill t_]l m-N ^ajjj j/ia> j (_Jj Ajj! jik! (jS^aj lila AiLjia]l oJl£j 


renderer.enabled = true; c4^« j4-^»V 


if (renderer.enabled ) { 


Ua jj£ 1 ! Ajajj ^jj ^q-S-a jjt ]l Ij) 


} 


if (renderer.enabled == false ) { 


liA JJ.~1 jqVi ^q-S-a lij 


} 


*11 j AiLoixs (jjAjj-(jjjj-a **. 'i8'l IF 4-l>a^. — sIjLulaII A lo-s^/La 


- rr - 
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Unity 3D 2.6 ciij^)£-uj liL^. 4JtJ ^\aM 


o ^l»_rali ^lLulS ^1 131 a(j-o (jaiUll lil^pi La-a (jl 




4-2 renderer.material 


4 c4^ material j J^jj Shader d'j Texture J4 4>vdl ^'u*' 

.ClujSuaJI al.laJLull 


renderer.material.color = Color.red ; ujUI 

Texture > c> ^ j *j <j>Texture d' 

material <4) 4 ^4! *j_^' <^=j 44 

var texture : Texture; 
function Update () { 

if (Input.GetKeyDown("t")) { 

Tenderer.material.mainTexture = texture; 


} 


} 





X |1 Y 1 

Z 1 

Cube (Mesh Filter) |Q O, 

Mesh BiCube 

▼ 'V Box Collider 

Material 

Is Trigger 

► Size 

► Center 

IQ 0, 

None (Physic Materi T 

□ 

L3 Project 1 ,= 

Create * a. 

► 9 : 0 Mesh (tenderer 

IQ O, 

<3 level 

▼ (_] 0 Texture script (Script) Q 0, 

pictureOl.jpeg 

Script 

Qtexture script T 

|js|texture script 

Texture __ 

MniWTp»h.r>l *. 


& 


t jj >>»ij (jiuoi 


. r£. 


IRAQ - MUSEL 


mohamd800@yahoo.com 




























Unity 3D 2.6 cid^)£juj liL^. 


shaders J U*jla ^ shader J' uj^j u' Sr^ shaders J' ti^=^j 

material J' ^ 



shader (jjjlvi U.ij! jl !H« jjjS Lij^j Iajj l^JSj *eajtall oIa ^ I^ajoiI (j^iajj 1 .. fiSi (jl l_l^jj 
: material J' ^ s jj^> c i a-j aj tihl ^js ^ T jj <J*- -2=^=1' ^ Specular J' 


function Update () { 
if (Input.GetKeyDown("t")) { 

Tenderer.material.shader = Shader.Find( "Specular" ); 


} 


} 


. r©. 
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pLjal 4_udaC- pliai • 4 ^ 


Unity 3D 2.6 cid^)£juj liL^. AxJ ^\aM 


Jl« <j& ja U^li shader jd^j u> djj' 'a'j 


C 


Base (RGB) 



t u BOX C.OI 

Material 

Is Trigger 
► Size 

r* 

GUI 

Lightmapped 

Nature 

r 

► 

► 

► 

IIU v T 
Materi ' 

Additive I 

1 

Particles 



Additive (Soft) 

Reflective 

► 

o *. 

Alpha Blended 

RenderFX 

► 

y o. 

Alpha Blended Premultiply 

Self-Illumin 

► 

ipt 

Multiply 


Transparent 

► 

peg ’ 

Multiply (Double) 

VertexLit Blended 

1 Edit Shader 


3 O, 

~Additive-Multiply 

[Diffuse 

V - 


_ 


Main Color 

r 




None 


: JIUI ^n<~4 

renderer.material.shader = Shader.Find( "Particles/Additive"); 


lPlL ^ material J' ^ *jj^dl tiling JW j 
renderer.material.mainTextureScale = Vector2 ( X , Y ); 

. Y (J'j X J' (J-^J 4jjC. J>d1 (* > >»1 J 

^ material J' ^ «jj^dl offset JW f^d'j 
renderer.material.mainTextureOffset = Vector2( X , Y ); 

. Y (J'j X J' (J-^J 4jjO 

tiling J' j sjj^a material J' ^ ^j material ^j ; Jlia 

Lg ic. Jjk^ad! ojj>^)U x (jdaVl offset <J' eluj£joi ulVin (jVI t c.imlLa (JSjolj 

ii] ja^La Texture 

var offset = 0.0; 
function Update () { 

renderer.material.mainTextureOffset = Vector2 ( offset, 0 ); 
offset = offset + 0.01; 

} 
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\\ fol V_5 Sl^uiV ^.1-wn.jV ■ 4 lX~N. 


Unity 3D 2.6 s-ila-lVl c 1 ij^)£j^ liL^. c^W^k,^ 


.1^1 j (J j\ ^.Ic. -lijj AiLLoJl 

renderer .materials [0] 


J*| jSm o'* 

JjSm 


material c> j^' cs jl u^'j 

j_jl i. ^>,i-s.a\l (^glc- jg lalV Laljj JL»S3 


renderer.materials[l] 


__4iLuJI dlLaFVimVI (jduij I.i£Aj 


<_H < Qtt)'N < Qll 


W.‘ 




4 Jjjla dl5lj lil-il ^ n.oM Ia 4jLjia dliA *U liSjioj dj jjJa 


alA 


; JjVl 45 jjU! fo 

iji£l\ Cilia. ^ya ^jA LaS. l_u£jj ajaia^dl ^jujI i Sjju ^jl i—Lai oCA ^2 

;ojl» i^ail j 


gameObject.Find("^^d' <~d") 

"Cube" ja»' ^juia^a ^yjCi Cl^l^ ^ jjj.^a^a du^jiCdl 5tlLa3 

gameObject.Find("Cube").transform.Rotate(0,5,0); 


jli Cube ^-uiti dll a, .1 a a eA£. a^ll iA (_jl_£ _jd ^jl_l oAA 4-1 1C. (j-a£i taiCoi Li^)£i l—a£j 

_o^)l jd 4_ijU-».all ^jA (jJll (jj£l Laljj 4 ill] I (_fa£lj da a ^i3 Ca.1 j (Jji ■'1'vl lm CIuj^joJI 


’ Auiliill d a Cl I 

j_i (j--a j-ixi/a i_L_ij*i ( CLl Ci im dlLajoi •a.all s-La-ni 4 ildi i 4 Kdi a l_i] (J ~~ > ' 1 4 _li j )ia]l oC_A 

i °j»i ■ ■' 4 JLia di 5 Li_ 5 _aii]l a -1 j-2kl (jia.lda-a L& Ic) Transform ^j-j u-* j' GemeObject 

TtdaJlJ (jiajoLa-a jljd] (_jic-_jill (jlCA (j-a (jijiida 


Var tran : Transform; 

Var object: GameObject; 

function Update () { 

tran.Rotate( 0,5,0); 
object.transform.Rotate( 5,0,0); 

} 


. rv. 
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Unity 3D 2.6 L-aLaJSH ^^al-^Jl ciu^^joj liL^. AxJ ^\aM 


aAI*. 4-&1 jjIS j-a GameObject u' ^- 4 ^ utLW*-^ Jjjill ^Jajl jVI 

^ J) ill 1 I <Q I O t tijl uJ 4^ Jl\ a\\ l" \\ i. iy^A ^ 11 J ^ C5 J & (_£ J__j_^Jj ^ AAl ~^k A !^\ iX-z- 

. Jaia dLjjdiil q.\ j^y ^VLn j^i Transform 


i-LaL ^ L$J Inspector saalj ^ (Capsule) CajjIuJ! <*da 

object j tran au»^' J! (Cube) 



;(jjc.d AVi ■ ..1 ^3 jj^jilLa jL.1 (__g i» .a j t Wii (jjkjLdl (jj^udall (j/s j)JC. jj]l (jl (jVI_j 

jjAiill d jl£ o j£L (j/a j-N Vi l^-alddojl Aic- j o j£L]t jj-a A~sl mo j-% Vi dl jjilLall (jl ; t_ll 
£--a J-A*-U A_jV j_j£I V^Lu-a dkL GaUieObjeCt pJ-> jH 0 J-J*-Ldl <j' ^-daljll j)_<a j t - >) j l 

dLjjdlll Jljjj (*-a J-ald Transform p j-i (j-a jLsLall Laim ojLS Jlj.aj uL>lS 

jJjJLill 1 WlVi jail jjjLaJI (JllLall ^gk Lafi, Ja£a d!/LjVill <d jjidJI ^lld j] Ijl^Jj 4 -Iaa3 

j-a Jj_^aj]l Idjl LI Lai i jV! jLui.VI >A j Transform pj-j u-° j^lLI uj^ 
(_ 5 j_i.i a-Ldij material J' jl <jj-U' j jj»'i j d!>bj_vi elj-^V ^-« «-L-Ll ojlc. i _ r Jl jddall 

.GameObject p_^l ^ ddda 

; 45SIS1I Ujjlal! _r 

^ia Animation ^ ujj^ ‘ <4*^ cA ^ 

Jja (j-a c_iLil Lc. Animation Ji J^Laa] dujSjai diSj (jl L^jlj i Ai!)lc.jj cjLII 
(j^ dD^)£jai t_jL (J£i dllj^^juj (JjiaV L. llPi (jl ^ljia.1 j ^jlac- jLtil (j-aa ( t_jc-!)UI 

didjLJl (jJLILj c_ll^ jVI Jd- (j-a Ajjjjoi 4.ja».l!l jj^iaj aLil (JLsIi^.1 
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(JJJ jA^ll AjI (JJJXJ JL=J1 a - l JfrL j . 2 


Unity 3D 2.6 a—iUiV' Aij^Uu liU <«J a»M 


AAj^jUI (jV A qj\ mil (jj^jjall t c_lc-!}UI ^m'N.a ^^Ic. AjcAajj .1^.1 j CliJj£uaJ l-iiS 1 >u (jjl 

(_SjJtj j_ji L_L^J UliLill Ajaj^Jall Clll .amA..al' f.Umi aISuoujj JjSII ^)Iau)! (^jLH 

J_jSll (J jla ASUbl C_llj _J-i».‘l«a 

JS (jl t—LL^. i. klL^ajlIj -»j3Vnll (j-a Tag <JW ^•a-mjU lilli* -1 ^.jj A_j\Jl A_jS aS) 4ijjia]l Lai 

(_)S ^-a (JAxIill lUji _jlj (_jjjt-a A] (jJ*-« Tag j_s-ij 1 1 ^jl (_j£LaJ A. la.lll ^^5 jMA< 

oLa (_]£. j_jC- Tag <Ji I^A ^ajaii £-a (J-aLtli liili (jj*-a Tag CS^ - A s‘n«-i.all CllLajoi^-ail 

dlLajaiaUI 


AjaJUi Ji ALaUbl ^jj -Ij-li. <_£j Inspector J' siaU Tag J' j 

: Sjj^l ^ US untagged UlL^, ^ jjSj ls' Tag uj^ ojfe 



JLutAai t 4_mUii ^gic. c_lljAI a VnUi DoOf -^-U- Tag A^Ual AAj^jIa J] (jVI 
; ojijldi Tags JW A-ajls j^Uu lUjjai o!>Ui ijjjj-Ul ^ igjlc. jUj-dl untagged UJS ^^Jc. 



; 4 -JLill siaUJI j^c i lui Add Tag jU.1 
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iiii3 Laj • a 


Unity 3D 2.6 ujLxXvi ^^al-^Jl cid^)£juj liL^. 4JtJ ^\aM 



.«aj] 4_iic. ^jiLillj ^3 Jjli-a 3 JU Ajlt jjuojjUil ClillLaJI (j_j^J Uj^j 

^ US l^UU Door ^ *. ; nS'j ^>-0^1 (JjlaluiAJ l^jlc- jjaij-a]! A q)-» i^ll (j^l 



ijjalj L_iAil U.1^J jljidj t_jlc_i&il i W X3.g AiUia] q)}\ i J-Lil Jaa^Jal 

: s j^A\ ^k US Door J) Tag J' jU- j Inspector J' 



; ts Jliill dujSuaJ! c_uSIj i oUc-i ajjj^all ^k US Door (_s-5j (_£jUSH c_iljjbU Tag J' jU- 
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jx\\ AlilaJ ; 4.^^. 


Unity 3D 2.6 ujLxXSH ^^al-^Jl ciu^^joj liL^. AitJ ^\aM c-^W^.^ 


OnControllerColliderHit (hit: ControllerColliderHit) { 
if ( hit.gameObject.tag == "Door"){ 
hit. gameObj ect. animation. Play (); 

} 

} 


• CkjiUl 11 a l -iiSI dL ~v'i-a <_Jj 4 u/ts t'li 

OnCollisionEnter (collision : Collision) { 
if ( collision.gameObject.tag == "Door"){ 
collision.gameObject.animation.PlayO; 


^Wun i ^jSj LI j 


} 

} 

(Jl ^ajj l Sjjoi C_]Lj ohi.U J C_lA.il ^aj 4..m.l]l (Jjualj 4 U/lS >'I|\I ^glc. ClujSjalll £jkia 

lg-1 Tag J' l$ j" Llil&U ^*111 <_sjUl 4 - 1 'jd 4iUiaj Ak. j i 4j (j-aUJI Animation 

.W*-° ciuj^j-dl Door 


Layers <■—itiulall ciiLahVuJ 

jUk ^Jc- jUj c"il nlSW (_y3Li\ koS.\I (j>i» <■ kjjj^alllj ^jjalill (jx tiki! ^^A Layer Jl 
(JSj t 4 -sll lilli jjjIj Igjlc. Jjtiajjoi ^^ill (Layers) Uilktiail jUikl ,_ya ^ii 
^.lj Jlla ,A 1 imj i Default d Layer Jl di^aU. ,jj£j dudli J] 4 UUai ^ii .11.1a. 

Jg <alAaJLuilj ii.li.la. Layer ^iUia] oj£s 

e-jka (jjlS (j-a Clu ji.a\l t-j ■ <allj jjUA CllLajoiaUI j_pa*J J*-^ djj^)la ; (JIU 
idlLajot^Uil JS ^ J-»» 1 dujkj ( Point light i-Ua) jAi-cuij till.am-v-a oJlC- £jla 

;o jju^JI ^ US Layer J' ^ A» -.U Inspector siali qaj ^I jikl 
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Aj (Jjjd-a V J dlLtt t A_l3 L—LiC-V (j-o ■ 4 


Unity 3D 2.6 cid^)£juj liL^. 4JtJ ^\aM 



;S j^aJl ^ L»S Add Layer jL^.1 <, sjajidl Layers JW j$-kd 



;LjAiJLuix jjc. dil qj)-» a-ic. ^^ic- (_g jld A_dLlSl ■AdlaJl jg laid 



^jail L - liSl . ^Ia JJC. ^jl 1 Vi (jj £jJalld ) J-a^.1 (JjJaiuuiJ l g jlc- Jjaiy-all 4 qj-i'loll ^^Jc. 

;a^)j>^-)\l ^^3 LaS AAilal] 
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Unity 3D 2.6 ujLxXvi cid^)£juj liL^. 4JtJ ^\aM i-*\\v , ka 



(Jl aASlj ^gjj 4 _»AaI ^!i dlLajaia-a]! wl ^j'iS.1 I aAjAa. Layer AiL-ial ^aJ (jVi 4 jljl JaijAa! 

; aj^aJ! gyi US Dark J] Layer J' UxoU. jjc. j Inspector 



jiki 4 4 .ag .all ojiaiJI (jJI ^^jlj (_jVI 4 ajoi^all lAA (J- a- jAa-cua (j-« <ajjAa]l ^jl (jk 4 aSLj 

kjllll a jjj-ULi <ji& jUjUll jUsJl ( _ s Ic. J»jl Inspector SasU l_jaaIj ajjAail jAj^uj 

: Light J' V-aU. ^2 
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Unity 3D 2.6 s-ila-lVl c 1 d^)£juj liL^. c^MV'ka 


(JjAj_ 2^ alilj ^j».'u*iLs 


1 1 aI j ajjI (JLuiLs ciilLoj Ia) ; a,^ < n^. 



;o^)j)t^»\' j__3 La£, o^)3jELall Clllsjlallj 4_Ajlij ^ 3Vn 



Draw Halo Q 

Flare None (Flare) T 

Render Mode Auto * 

Nothing 

✓ Everything 

✓ Default 

✓ TransparentFX 

✓ Ignore Raycast 

<✓ Water 

Everything I 

1 

</ Dark 




4 jj^alA. 1 l\» ^ (_£,kll ^m^nall (jl la^/llmt 1 g j\c- jslllj Allkj Dark 4-al£ (j-a ^ >.o\l k/al/lc- (J _jl 

^»ni^.a (_^l ji ^gjj)t^i\l jJU«a-a]l ok& (j-a »j>^i\Ij jjIjjVj t-a'la.-a ^Jj^ai ^3 Dark 4-1 LyaCD (Jl 

^-allkll ^Jal (jVli Dark 4J Layer Jl 4 j>.-il a. (J*^l 11 a »j>>»\I j.v.o.aj jiliiV (jl .ii^i 
Lalll p.n-v ^11 jjIIluj i I g jlc- ^)Sl]lj Allj j Dark 4-al£ CS-^ - ^ J ““ a 4-al)lc. £jAaj 4kjLull ajji.^-l\l 


^ V^».nU |^A (jxa '•■jj- >«ll j 


j^ll jjL-sa-aJ jlliil Aili O^C.1 lika LaS (jj*-a £._jjAa jJU«a-aJ jlAjjV ^ajai^all (Jjca. ^1 

.(jjLaill f.JJ .<all jJU-a-aJ IjjJC- LaS. I^jS ^ lil (jl (_£^jA.VI 


H—|—|—f- ^ ^ L — jl-1' > i' kjliiS (j^jAj JULall ^ ^ 1 ll Al JLaaJI (J ^kj All>«ol H —|—|— \- 
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dljl£ Ijl U^ 5 ^ *■" AV'lC-I (g (jjA-sajLlI (jl • 4 -n. 


Unity 3D 2.6 s-Aa-lVl cid^)£juj liL^. 4JtJ 


* dlJj£jud]l L_al<j Cllljj£-a 


(Behaviour Functions) cs^j U> j' ^jU^' J'a-* cs^Lj c£A? i_aL jj£L 

j! iiS^LaJL ,v.o 11jt Cf^LaiJI Iaa >." 1,1 *s lil l^JLi.!Aj Us cilia 4 ■.■oi-S^ 4_llc ^I 

dllC ~\"i jit 4 )* 111 (J i.aVi $.C_j jL ^cL-oCill ClljC_2t. jU \c- )-»» 11 iLL/s Cl)C_iJI 

_jl_j _jVI £--a (J «Ltli]l tjp\ (GUI) J' t ^ Ai ‘ 3 jU £■ 0 J «Lili]l jl i t£j I >ji jli* 1 LCa_ll dll «Jji]l 


.Ldall tS_jLoi jjlia-l 4_ixi]l 4-diLai ^^ic. ill j llikL/l Clll » I j^a j (_gj,^ i»■-» j 


Boo Jlj C$ J' *—ij^)£. j.i £jlj 1 l-i-S j gJjj^ Lc-jla j_jl_S Ic] Lil^JI Ciij^ ... m J^-sI^La 

) )tS jg iajjaiS (jjc-jli -n. j La Ci-\ jolo jla ^glnjjj]! ^gi j^.lkluixJt 


(Behaviour Functions) ^J' 


UUc_i lACxJ 4_iLi£ j j_^jVj Uilg-ij 4_il.li LgJ 4-11.1 <J^ ■ *'»j lfrjda-xi ^jx 4 Wh« <a (JljCjl o.lA 


function funcl() { 

aJIcII saa »lc-a*i>til die. aijj t_a^m ^lill ^-aljVI 

} 

function func2() { 

4 Jldll eAA $.lc. Aim! Aic. Aaili <—fljui c _ s LiII j-aljVI 

} 

...Ia£a j 
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4_ixjj ia^jV ; 


Unity 3D 2.6 cid^^joj liL^. <xJ 


•Jl^jAll aAA 


1- function Update() 


ajAl^A LgiV IgI^I aj i.-1 jSj j-aljV' C_1 lc-1 Jt 4_L*li! CliLajja (jxs ^>jja (J£ cs^ s^A t^C-Sixiii 

Jg'ijlg j ^'i^- 4juth! CjIa^I £_a 

2- function Start() 

oJL^.Ij oj-a (ly-* - ® _>®^ JLiSLu lj.}j! it!La3t CllJ j )Sjai]l Juijj UIAj ^ a^ya <UI.}]I sAA ^_C-JlimJ 

Jl Uh^ jJ j^\ o^A £i.y>j jjfr (j-a^ 4 AjjlII! c-^j Ait dlljjilLal] UjlAbl ^j 3 f.UaC-1 jl 

.<11^1 aiA l^Jaj Jj t Update() 

3- function OnMouseDown() 

(jjjJj Clljjbii \l L- lU ><o a <alt (JJjLai] LS^" ^~ > * Aic. 4 J!a]I oAA ( ^C-.ViJ>aJ 

£j_^a>a ^-i UUa.j-b, (Input.GetMouseButton) aJjjU' jIS* ls' ls-^- 

.CAIuM 

oAA j_ta*J Collider (3 4 n^iLk (^gic- ^jui^all lAA ', 3 -lajl*-®-)) 

; olilc.1 jjfs,Aa]l (Jj 3^ ^-iAajlI (jJllLa Aa.1 lui 

(Jajgi •y<a\l JJjAj 4 j» \\l (_jL^“® 3 LS^" U"° jt-ai] LS^" Aic. ] (JULa 

: Y jjp~® 

function Update () { 

if (Input.GetMouseButton(O)){ 


transform.Rotate(0 ,1,0); 


} 


} 


ojjjAj ^2j Jaia eiijj£juill 


p. H -V ^Jc. (_jjjbal] JjaLj^n jjJI LS - ^" -be-; (JliLa 

; Y JJ^ JJ^ 


function OnMouseDown() { 


transform.Rotate(0 ,1,0); 
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£jJaljJj c.l_UC.^lS 


Unity 3D 2.6 cjLxXvi ^^al-^Jl cid^)£juj liL^. 4JtJ ^\aM c^W^k,^ 


4- function OnMouseUp() 


Clljj^ui 11 i_l~sl k-o ^-uii -v-all (^g-lc- (_jjjCall jjoljVI (j-^ -CiLAaJll A ic- <UIa]I ojA ( ^C- .Vi > ki'i 

.( Collider J' ' j* lsj^ u' -449 


5- function OnCollisionEnter (collision : Collision) 

lA-A j "i*sj j_jl -La jl-Aj^AA j jS..i II C-1^1 is-> ^joi^all (jJ-J ^Lk-aj ClljA_i. A 1 C- CIIaII oAJ£ ( ^ g C-.Vi>« J 

cs-^ <_5 j-^ u' fa.-449 >ci ^ > ■« ls' j‘ ( Collider j rigidbody ^ >4 1 

.(Collider J' 

~ ■ a -n. *lt i^_yLjc^i jJI ^juiA-all (j-ajL-aik. Aij*-c AjAjlij Collision ^glc- j£j"'^'' aJIaJI a jA 

£-a I jj j Ia 4 (jjjt-a ^ M •% £—a ^Al k-o Ml (jt-S I jj A_3^)*-a] 4_La Alslioij L/lCa CiujSkkill L. l~sl ..o 

(a-^g-Ci <J*jj V bjjc- 

6- function OnControllerColliderHit (hit: ControllerColliderHit) 

t_^j'iVi 4_S^p-la]l C'll jk-o S. will £-a Ig-al Akj_C ^2 j (j-SJj k-o'i\l ClljAi. Aic- tCajI ^C-Almj 

4-*-^ l _ 5 _C (j j_CjV eA 'jk.o SkLH (jAa_*j jj-il Character Controller J' cs-lc- 
Liajlj t ^ik^Jdl Character Controller J' ^ 4 jC^ ^ Uijj Collider 

.1 g~Vqj\ kM LjjSj LaS hit cP 4 SAlaluiVI (jS-a-a 

7- function OnCollisionExit(collisionInfo : Collision) 

CIIa Jajjjoi (_>u-aj ^)ilj_jl C-La-Jj ^>^.1 ^kkki -y-a £-a ^Al k^iMl (j-a ^Aic- aIIaII a jA ^gC-.Vhkn 

.collisionlnfo J ^J-41> 't>iau^\ j OnCollisionEnter 

8- function OnCollisionStay(collisionInfo : Collision) 

Ca A lijj J s-Ic-Aj mVlj j-alixkij CIIaII aj-A <jl 1 .agin (jjill OnCollisionEnter CIIa 
^5-3 oA^.1 J oj-a Aajj OnCollisionEnter ^11^1 Cal J..a2k.ki,a (jjakki-^all (jjj (Jj-a!>tj]l ^IaC Ig \sIaj 

-( jjAkaL)lj]l AlljAaw AjIAj 


9- function OnGUI () 

0 j» \\l 4 La 'ja. CCa^ jJ)..o \lj j-ajk/i 'illj jlj-idl ^jjAl u^aj aIIaII ojA ^AiCLoU 

^ejjjk^all <_£jiui-aj ~Sks.iU !>Caj) (slider)C-iliVJ>ltj eiil*jj-aj 


CjI 




(j_-a 1 gjl& ^ Halil j_jl Saa a j jLS 'jlCiA j cd jClJI (JljA_ll ^_a! 1 ^ 5 -^ °A_A 

^^-aLj^ai] oAc-Cki-al! 
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A! Ja.-\) 4Jll ■ 4 


Unity 3 D 2.6 ^Lk^aLkil ciu^^joj liL^. <xJ 


: OnGUI () <1141 . U ajoI< a 

(Jlj.21 j_ji i*ia l^lklAj l g"nl'i8 l—laj al$-l A >.-)l Ul j-aljSn ^ i-a-% A lA^^La 

;\g j\c. 

function OnGUI () { 


1- Button : jljjVl 

GUI.Button (Rect ( Left ,Top ,Width, Height), "String") 


(JjLi^; Rectangle ) aILoaSI ^a : Rect 

(jj-aJ] 4_ajl ,H*JI I^A j LalSj LiLiall jLau] 4-ua.jIlj _j^]l £U' a 4-iC- jAj | Left 
(jLaibU _j^3l 4 ajI La jI j LalSj LiUdl ^ic-Sf 4.i>.a!iSlj ^iU® <_J!Loj _jA j ; Top 

jjil ^jc. JiUj iic. ja j ; Width 


jijll J ja j ; Height 

"" u. j^. u' 4 -^j jji' C 5 ^ Ljj^j ^ill (j^Li!! ja ; "String" 

; JliLa 

function OnGUI () { 

GUI.Button (Rect (200,150,100,50), "start"); 


i_9_jjai 4.ja».UI 5Lxs 4.ia».UI ^3 ajqi^-o i Ajulaj J^Ldl CliJjSjaJI L- l"iSt 

^aLL 
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£Aul 3 La (JjijV J (Jlij-J ^ V ; A-a£^. 


Unity 3D 2.6 cid^)£juj liL^. c^W^k,^ 


1 'vv E3 O K °C Center $ Local 

n»K 

$ Scene C Game 

•'S , 

Free Aspect * 


1 Maximize on Play Gizmos Stats | | 


Top=150 

Left=200 

Start 

) height =50 


- - 

—- 


width = 

100 


|j] j (_^S ,1 jijj ^J-jV cs^" ^ *-'~ 1 j-5 t-ijV [ c-^^-Co oAA 4 'i\l -\ ^_3 C1 ijj8hi \\ 

jJ)JI ,}jj£ jj ( if 4 \-a-s) Jajjoi ( ^ J Jaj /jl i. i\i ;?aAjli li CliJ j )Sjai]l ^Jj^aJ <^1] _jALa 

(J-alji (j-« 1 g U1.1J Lxj .^ qHa ^aJ(j lilt _J jJI LS - ^ - ^~ > * ‘-^~> ^aj (_Ja IgJajjuj 

•<a,_2i (_ci 'il j 


function OnGUI () { 

if ( GUI.Button (Rect (200,150,100,50), "start")) { 

// LS^" a^*»M -lit j_ji l&-lJjj (_5^^ J-aljSO *•. I*i51 


} 


} 
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£3 j jUa VI jUa t-a ‘ 


Unity 3D 2.6 L-Aa-lVl ^^al-^Jl ciij^)£-uj liL^. AxJ ^\aM 


?(_J-a*JI La LyjJ) LaIc. (jlS _^1 Ua (JI^joJIj 


function OnGUI () { 

if ( GUI.Button (Rect (200,150,100,50), "Start")) { 
Application.LoadLevel ("Levell"); 

} 

if ( GUI.Button (Rect (200,250,100,50), "Exit")) { 
Application.Quit(); 

} 


A ig'nll j-a! 1 (JjSM l 3A Ajtdaj <_^S1 ^glljll jJ>h Top *Caj3 LjjJC- 111! JaaA 
Jai-dal ^a_j 4 \x \\l (_J*_Auj (JjLoJI dlaj^joil! (.- uSI i 4jl*l]l (j-a ^1^21 ^ jjdl! jA 4_ilc. fiat Ale. 
i_LLall £-/s (J-aJU j-aVl lA-A q)1 ???? IaL/sI J I4 \x \\1 (j_xs ^ jjdJI ^J-lV A_Sj_m ^^jUllI jJ)JI (j2c. 

_(4La 4_m.HI dll*A A3 dll£ lij t—lLstlVl Ll^i-a i sUill ho..nV 4_l! (_^S) JaA3 4j*ll ^Aiilil! 


i_ L)j*Aj iLllAj (L*-a jj a. A) (_)*"»' 1' (j-'® Va_ 1 jjJI LS - ^ - " a J)3 > ‘ n £da_l (jl (j_^a_all (j-^J 

(Jijail laj-ui j_udall !a_A (_jl dl , ojj ,.o 4_ill Aim 1 (TeXtUfe) ^_J-1 AH® J jlda 

;oLaI OJjjk^all ^ LaS 4_llc- dlJjSjmll lltdaj <_£A1I ^m-V-all (InSpeCtOr) o^Li ^ duj£jai]l 


; (JliLa 

var textur : Texture; 
function OnGUI () { 

if ( GUI.Button (Rect (200,150,100,50), textur)) { 

} 

} 
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Unity 3D 2.6 ciu^^joj liL^. 4JtJ ^\aM uU^.'u 


(_jA ^j ^3 C>^ ^t-o (_]s j\ c-^aJI ^)*_J) i. iI.ajj 



jaj ojJC jl t_Jj-juojjji]! ^c-alj^jiJ a Ji» J^a 'ijjj-a ^aJAx^a1 u 4 ) >.ol -y\l eA& (j-a 'A >1 a'i ■ ..V1 (_£-«-« 


4jUj^aJ L^JaiSwj \l 4_}ili. <■ <l,Wj "IAjI" 4-al£ i^ILa 4jti]l_j c_lj2La (_>aj ^gic- 

/Luj*ll AillL U&l I ^Aj^ ^jJl jjll l«ju ■Aajj I&aIjjIuiIj (.png) 


2- Box: (panel)^^ j j'j^ 

GUI.Box (Rect ( Left ,Top ,Width, Height), "String") 

1-lC-Lai ajji/i; (j^aj \l (JtAn ml j CllI/LaL*-a]l dl la. (j^a (JjfLij _jl_j_jVI j_-3 j^A U 

AjI ji LgJjt (jjjLa]lj JaidaJI CllA ^gjc. (_g j'dW (jjAl n^ill if JajjoJI 4 L-% ^AaJLaij V L^jl 
£^a ajjl_a-a JgjAl n^» 8 IgmlAaJi ml jl i CIiIjAVI _jGj5L] Ujjla£, l^al.lVi ml 5lLa a A jAC. 

.l-JC-SUI 

; JliLa 

function OnGUI () { 

GUI.Box (Rect (200,150,300,300), "Main Menu"); 

} 


_ 0> _ 
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^4iil (JjxieJLoi]l idls^JU el_^^)Jl ^ 4All d_S^)*j ■ 4 zX- n. 


Unity 3D 2.6 s-ila-lVl ciu^^joj liL^. 4JtJ ^\aM 


3- Labels: u^jL*J' 

GUI. Label (Rect ( Left ,Top ,Width, Height), "String") 

Idc-Lat a j j■ j Jl^iLoil j dj5LoL*-o]l dl (j-/a c 3 fLu jljjVI <^3 Lo 

£_daj] ^,lVh« 'ijt (jjjL-dlj JaidaJI djA a. ^g-Ic (_g J 1 ViV Lg-iV if -SajjoiJI 4_Loa. ^a-ldLm l_£jl 

.diljjVI ^ q .«o j j Jjjlidl 

; JliLa 

function OnGUI () { 

GUI. Label (Rect (200,150,50,25), "Sound Setting"); 

} 


4- DrawTexture : 

GUI.DrawTexture (Rect ( Left ,Top ,Width, Height), Texture) 

i O^IAjoj i 5lLa UjLuJI i^ c ' ajjjk^a 


; JILa 


var textur : Texture; 
function OnGUI () { 

GUI.DrawTexture (Rect (200,150,100,100), textur) ; 

1 
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. 4-1 V ^jLo L_J J ■ 


Unity 3D 2.6 ^^al-^Jl ciu^^joj liL^. AxJ i^Ua,^ 


5- TextField : o 3 

GUI. TextField (Rect ( Left ,Top ,Width, Height), "String") 

4-a_aal JS.4 j (jl 5lLa (4 L—UlL (_£aJI ^ i» i) ~^VLn *11 J_i3 ,_j-a3 J‘■ J ~ > Jl^A^ ^A^Jim Jj 
(j-a (j^xs-aj ^ >A->1 ^j 3^M _jA ClljjLai]l ^^3 t_jj2^a]l (j,-> ill jjjjU* 1 ' tiA jt j_j-aVl (j - ® lAjJC-j 

(_jl i.j\i ^lAkj >mVI AJL^jlaj i"" ^gAal/lc. £jAs_jj (JLj tc-jli 4^jj (jS-a^ajt ^AaJLuiaall Jj3 

/oIaVI oAA (j-ail £^.j-a (jjSal (j-aj ^_jj (j-« Jjij-a *—3^>*-j 

; JliLa 

var str = "player"; 
function OnGUI () { 

str - GUI. TextField(Rect (200,150,50,25), str ); 

} 

cjjaJ ) • 4 l-sA-all AAc- AjAaj IjAjI jlat oAAa-a jjc- AAc- JjjLaJI JliLall ^gi 

; A j£jl ?r 1 ..o i3 JailS 

GUI. TextField(Rect (200,150,50,25), str , 10); 

_i—S^)a.i ) * (j-a Jli.Aj ^»AiJluiA]l ^dalui iV 4 JL 2 JSI oAA ^gis 


6- Text Area : j^-Vl u^\ 

GUI. TextArea (Rect ( Left ,Top ,Width, Height), "String") 
jisi ^ SIaVI oaa LaSt Jaia Aaij jia^a ^gi a.nSj TextField SLVI 

^ hi ■ 11 

; JliLa 

var str = "Information about me: "; 
function OnGUI () { 

str = GUI.TextArea(Rect (200,150,200,200), str ); 


} 


AjA^j (LAoJ hjajl j AjAa. .1 ^gjj JjjJI Enter Li t^ilj olA^l oAA ^g3 a . i'i81 j 4„m..Ul JiAu 

.TextField sLVl ^ LiLta LaS, 4 JLl.aa1I aac. 
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jg.'i'n v. <a; < s (jl ^U^ll ^uj • 4 


Unity 3D 2.6 cid^)£juj liL^. 4JtJ 


7- PasswordField : o^' 

GUI.PasswordField(Rect(Left,Top,Width,Height), "String", "maskchar" , no) 

: "PassWord" cs_>jJ' ^ 

Jj 3 <11^,jl c_lj)U-i<a\l ^A ; "String" 

4ik^dl i_a qa csiil >»j]l ja ; "maskchar" 

4j ^ j-ajoixdl 4 j-y'ull i—; flQ 


var pass = ""; 
function OnGUI () { 


(j-k" 11 a £jC 4 ; Jlla 


pass = GUI.PasswordField (Rect (200,150,100,25), pass , "*"[0] , 10); 

if ( GUI.Button (Rect (200,250,100,50), "Start")) { 
if (pass == "maxforums") { 

camera.backgroundColor = Color.green; 

} 

} 


t_4_IiLaSn .li. i (Q] (J-'djt-dl llaAiCLaj! liLaJ * 


pass = GUI.PasswordField(Rect (200,150,100,25), pass , "*$#"[0], 10); 
pass = GUI.PasswordField(Rect (200,150,100,25), pass , "*$#"[1], 10); 
pass = GUI.PasswordField(Rect (200,150,100,25), pass , "*$#"[2] , 10); 


n* 


A-LoiL-dl (jx ojlgda) (jlS-a (jJI jJjol] >3^1 ^4A ?dl3^)C. (_)A (jSd 

^)iL-*a!i! ^a Ijuj 4_i3^pw 4i^jSj^ax j_jC- ajLiC- (_j^a2U Clll3j) < K<o.a\l l_ SjjU U^) 
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(jC. j (Jjjajll (jC- cJ^ ; 


Unity 3D 2.6 ciu^^joj liL^. 4JtJ i-*\\v , ha 


8- Toggle: (Check Box) jCi^VI cAjuj* 

GUI.Toggle(Rect( Left ,Top ,Width, Height), Boolean , "String") 


1 g L» q'l jl A n«-il A ^..l^lui/dl <_Jj3 ^ja 1 g j\c- ^daliil dll jLiik. (jjajc. aAklmJ j 

^A \ i» a'i ^.ic. J (Jj» aj 5liL«) 


: Boolean 

V jl'i-y-a (Ja AS^ja-a Ail/li. (j a ^ilj False j' True jjiia jA 

AlaC- i—L^aj] £Jj-dl ^Lal (.-nSj (_$ill (_>aill ; "String" 


Ajjjil dulS lil V dlljj^aVI ^-Lajoi A o^alS]! (jJc. dlJjSjaJI o^A ;(JUL« 

dujSjuJI AjljJoj i_a jjo) i_5-^l j)\ nSAI (jc- cdiij qa 


var sound : boolean; 
function OnGUI () { 

sound = GUI.Toggle(Rect (200,150,100,20), sound , "Enable Sound"); 
GetComponent(AudioListener).enabled = sound; 

1 


9- Sliders : ^laV jll 

i>d j‘ (VerticalSlider) Lpj ^ j‘ (HorizontalSlider) LSab jJI (> c^_y ^jj 

d 5 lijauj djj^all <_£jluLAJ (jx ^glll liilij Ag j u« dliV jll ^ylsLa i—S jjuV 

.Li Wirill 


GUI.HorizontalSlider(Rect(Left,Top,Width,Height),Value, Start, End) 
GUI.VerticalSlider(Rect(Left,Top,Width,Height),Value, Start, End) 


ASjjdi £-a jjjLiij jjV j-dl IaaIc. <—aal jll A-<ua]l ^a ; Value 

(jV j-dl ajI^j JIoj Li; Start 

jV j-dl ajI^j (Jilaj LaJ ; End 
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4a. ,daU • 4 ^^ 


Unity 3D 2.6 ^-ila-lVl cid^^joj liL^. Ajtl uU^,^ 


Aic. j.'U.oi Clm^J clljj-a ( ^lc. "gun" 4 auiI Ua.lij ^joia-o LjJuc- 4jl ;<JULa 

!i& (^g jIiuLAJ ^-»8Vn\ oj^alSJI ^ic. 4» >>> jj CIujSjuj (.- n5j j_jl jLiSI Jjl/Lla! 


var volume: 0.5; 
function OnGUI () { 

volume = GUI.HorizontalSlider(Rect (200,150,100,20), volume, 0 ,1); 
gameObject.Find("gun").audio.volume = volume ; 

} 


^ 1 ) oj-olfLU ^.iVn.i i <LaibaiI' jLoli ; (JliLa 

^^ic- CdjSjuJI 11a ^4ajj .(zoom 

var zoom = 60; 
function OnGUI () { 

zoom = GUI.VerticalSlider(Rect (20,200,20,100), zoom, 20 ,100); 
GetComponent(Camera).fieldOfView = zoom; 

} 


Ja*_kiall .lic-j .^jj) n5\l (j-a 2 _J_j LS^" *•. ^C-5UI J-»ac ,>> lij Vj ,J£ laj V (ji (_jlj 

CIujSjuJ! ^ n<-m i JjV j-d! j 4 jIc- o^y> 


var zoom: 60; 
var show=false; 
function OnGUI () { 
if(show) { 

zoom = GUI.VerticalSlider(Rect (200,150,100,20), zoom, 20 ,100); 
GetComponent(Camera).fieldOfView = zoom; 

} 


function Update () { 
if (Input.GetKeyDown("z")) { 

show = !show; 

} 


true false eiijl£ lil ■‘UiLid! A-<ukll ^ ^ivh.ri (!) 


■ Ua^lc- 4 Jo-sI^La 
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4 _xalj SjLja c_jj ■ 4 


Unity 3D 2.6 cid^)£juj liL^. AJtJ 




4..l».I.\ (_^Juijj i_aio (J-aC- ^aj (j^J (J^tj-a o2C. O'® 4_a*J a-laj^aJ Aifr 


<♦ Unity - Ieve2.unity - New Unity Project 

File 


Edit Assets GameObject Compc 


tat 


New Scene 

Ctrl+N 

Open Scene 

Ctrl+0 

Save Scene 

Ctrl+S 

Save Scene as... 

Ctrl+Shift+5 

New Project... 


Open Project... 


Save Project 


Build Settings... 

Ctrl+Shift+B 


Exit 


Scenes to build: 


Add Current I 


C Web Player 
C Web Player Streamed 
O OS X Dashboard Widget 
.• Windows Standalone 

OS X Universal Binary Standalone 
OOSX PPC Standalone 
OS X Intel Standalone 

□ Development build 


► II n 


‘:= Hierarchy 
Main Camera 


] @3 Project 



Create * 



<3 level 1 
<3 Ievel2 
<3level3 



^ t laj■ ,iVV j Jaa3 (_gJuillll t_aLa]l ^2 4_2*.jjLa]l j i j pljj t a j).., 

h * Vi j Jjj^aj]l 

C_Sjjai j-atl <xjjla Jl 1 gajjJaj (jl 1 g atj-a-N 4_a*J]l J^.1 j-a £-a (J-al*j]l 

)-»» >>)tl ^Ij-aJjojI £-aj Project (J Al^j-atl Jc- -laical! Jjj Ja i jC- i t g lj.a.>»'lj 1 g jl h Jl 

LaS I g'ihl (j-aj ojjSjLatl (_J^t^a]l 4-ajlii Jl 1 g juij 

<3 
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(J jxuj j oAic. Cl)^)£A (j-o (Jj-n.jII ; 4..a S^ . 


Unity 3D 2.6 s-ila-lVl ciu^^joj liL^. AxJ 


; (_J^.!j-a]l A^l (Jl.aVl\j 


Application.LoadLevel ^'"); 


Application.LoadLevel ^j); 

l-lllj o5lc.! ^2 *CajUi y ajoiI (_JjlLa J^011 J& ^2j 

; »level2" Al^j-ail (Jj.aVi ^jj U^.1 j-a]l . 1^.1 ^ jjaij-a j j LS lc. JaA^a]! -lk- ;<Jl!La 


function OnGUI () { 

if ( GUI.Button (Rect (200,150,100,50), "Load Level_2")) { 
Application.LoadLevel ("Level2"); 

} 

} 


;c_£ifLj l^-ajoi! (J^J a.lkjjuij (jl lilj 


Application.LoadLevel ( 1 ); 


; (■ -uSj A ill •vll <L.j-a]l (Ji-aVi ojlc-l Lkjl 


Application.LoadLevel (LoadedLevel); 


. U1UJI <L. jA\ ^j jj jjj LoadedLevel J' u'2k?*. 

; ^Vn .i UlUll a!z>jA\ Jc. Jj* .oUl Lkjl jG 


Application. LoadedLe velN ame 

;Lajli qm GUI Text ®LI ^=> lKIJ- d' <y* y a ij$ ^Jlia 

:GUI Text J' j ckjl^l i_u£l ^ GameObject Create Other 

function Start () { 

guiText.text = Application.loadedLevelName; 

} 


. GUI Text i D ^2 \ g .ami A4l2j i 3 jjo) (_JS .liSLu JLul3 
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t"'l -s.111 41 IajlIj ^ ; 4^-n. 


Unity 3D 2.6 c 1 d^)£juj liL^. 4JtJ 
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